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Almost. There's eight 
Super-real international teams 
(complete with reggae band). 
Deep square leg, fly slip, leg 
gully and silly mid-ons. 

Stump Cam for close-up action. 
One day, World Series or an 
epic Test Match. Just pad up 
and start wielding that willow. 


New Super International Cricket 





for Super Nintendo has all the 
cricket action bar the streaker. 

You can hook, drive, cut, slice, 

dice and julienne. Solo or 


against your fiercest friend. 


Don't pull a hammy though, ~“ROUNGer 
BALLIMG 2 seecsees 


BOWMQt sessesees 
ifs your turn next to field. Fi@ichiMQt sesesceseces 


RLUIOMIGl sesseses Ora 
If there's life in the wicket, Oo overs 





send in your fastest bowler. 

If there's turn in the wicket, 
adjust your set. A dead wicket ? 
Pray for rain. 

Be warned though, the game is 


So real, you can play for five 


| days and no one wins. 





Great. 


ONLY ON 


a. 





GET THE LOW DOWN ON IT ALL NINTENDO HOTLINE 1902 24 1001 


ITM CALL RATE 75c PER MINUTE 


snd. Ws | | 1 





Nintendo 


MAGAZ'*™E SYSTEM 
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ITCHY & SCRATCHY 
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Gary Fletcher 
Gary Harrod 





gaming melon (with the assistance of a think up a new idea for a game??? So, 
rather large platter of pavlova sandwiches), rather than a game development session 












, YOU think things are starting How about starting a development meeting 
to get bad when Pac Man is K-l(-YoKx-Yo Mi rel me with: “Well lads, we've done platform games, 
gaming console which is slightly more sophis- we've done shooters, we've fe felat-Mol=to] MMT 





1a be; while every plat ——_if one of them came up with a you beaut, 
form game tries to outcute Mario. dunny-cleaning puzzle game | almost 
Why is it that, if they thought they could get wouldn't care. At least it’s a different idea. 
away with it, most game developers would Sure, some game developers give it their 
tart up Pong a wee bit and release it? It’s best shot, but an unhealthy percentage seem 






bad enough that Space Invaders got _ quite happy to sit back and tweak the design 
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NINTENDO NEWS: METIVORK 





Unfortunately, not all the characters seem to have made the upgrade. 
On the player selection screen of the preliminary version of SFIll we 
saw, both Blanka and Dhalsim from the original SFil are missing, as 
well as new challengers T Hawk, Dee Jay and Fei Long. Why this is so 
is a mystery, however to compensate players can now select Akuma, 
Captain Sawada and a previously unheard of character called Blade 
who appears to be some sort of cyborg with extending limbs. There 

Was also dn empty space which may be for a hidden character, 
but who knows what secrets will end up in the finished game! 


After an eternity of waiting, Capcom has finally seen fit to grace 
gamers across the globe with the sequel to the much revered Street 
Fighter Il. Street Fighter Ill: Shenanigans In Shadaloo is the fully 
digitised live-action beat ‘em up based upon the movie 
starring Jean-Claude Van Damme. All the fighters and 
backgrounds have been video taped and digitally 
transferred to the game making this one of the most 
realistic games you've seen yet! 

Despite the overhaul in the graphics department, the 
gameplay remains more or less the same as past Street 
Fighter games and each fighter has a ‘Super gauge 
which builds up depending on the numberof hits landed 
and allows the fighter to unleash a.devastating Super 
Combo upon his or her opponént. All the old moves and 
combos are there, so players familiar with SFIl will have no 
problem jumpingystraight into the action, although there are 
plenty of new moves and many hidden secrets fo search for. 










Nintendo’s Virtual Boy may prove to be more than meets 
the eye if plans by Reflective Technologies go ahead. The 
company has developed blue and green LEDs (Light 
Emitting Diodes) which, when combined with the existing ‘ 3 There aren’t many hockey games 
red LEDs in the Virtual Boy, give a full colourRGB display. Not on the Game Boy. In fact we can only 


only will this allow for full colour Virtual’Boy games, but it could turn the think of one, the not-so-hot Blades of Steel, but all hope is not lost, for 
Virtual Boy into a sophisticated hé@d mounted display unit which can T*HQ is in the final stages of putting EA’s NHL/95 in the hands of 

be linked up to the Ultra 64°for virtual reality games. All that would be mobile hockey fans everywhere. Surprisingly, it looks to have turned out 
needed is motion-sensing equipment which could be provided as an all right, with nicely animated and decent sized players sliding about 
accessory upgrade or as a revised version of the Virtual Boy. Nintendo the ice. T*HQ has also done Game Boy conversions of FIFA Soccer 
has yet to make any official announcement about this, but you can be and John Madden Football and we'll do our best to coerce Raoul at 
certain that it has all sorts of tricks up its capacious sleeves. Metro Games to release them all before the end of the year! 
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Damn and drat! You shouldshave been playing Donkey Kong Land on 
your Game Boy by now, but unforeseen delays, ie. “reprogramming” 
and “debugging” have seen this top title held back some months as 
while the game looked great on the Super Game Boy, viewing it on 
regular Game Boys wasn’t so good. Originally intended to have been 
released early in the year, Donkey and Diddy will be out ‘mid year’ on 
the Game Boy, according to Nintendo, which could mean any time 
from now until eternity. 

Another game which Nintendo will be holding back until it’s ready for 
the masses is a Diddy Kong game for the Super NES. Rare, which 
developed the ground-breaking graphics of Donkey Kong Country, has 
turned its attention to Donkey’s sidekick and you can expect to see 
another rendered ACM extravaganza shortly before Christmas. 





mg 





After the rather disappointing Star Trek Next Gen game, gamers in search of intergalactic 
intrigue may prefer to focus their sensors on the forth-coming game based on the Star Trek 
_ spin-off, Deep Space Nine. Billed as an “action/adventure role-playing game”, Deep Space 
_ Nine: Crossroads In Space has been developed by a bunch of foreigners somewhere in 
Europe and although the game is viewed from the side, don’t expect DS9 to be another 
_ mindless platform game. Hopefully it will turn out to be an engrossing game of exploration 
__ which takes advantage of the possibilities provided by the show’s scenario, but you'll have. 
_ to wait until next month to find out. 
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Here's a’game for Stimpy and the rest of you eediots out there who 
can’t keep your fingers out of your facial orifices. Yep, there’s enough 
magic nose goblins in this game to satisfy an army of cousin Svens| 
Boogerman isa new breed of super hero. He relies not on lasers or 
cosmic rays to fight crime, but good old fashioned snot! Through 24 
megabits:of flatulent swamps and snotilled lakes, Boogerman flings 
and flicks his bodily extrusions all over the place in his crusade against 
evil. But apart from the vast quantities of 
fluro green mucus, Boogerman is 
remarkable in that the animation slimes 
along. at.a fair rate of 24 frames per 
second, comparable to that of video. This 
high rate, combined with the 1,500 
frames dedicated to Boogerman alone, 
mean that this should be one slick game 


indeed! 


























The team over at LucasArts has something of a reputation 
for churning out top quality original games and the next 
product destined for the Super NES looks set to follow in this 
tradition. As we mentioned last month Big Sky Trooper 
could be described vaguely as Zelda in space, but it’s much 
more than that. Exactly how much more, we can't go into 
detail about, but with a central character named Jack 
Spudtop going up against a baddie called Slug Lord, 
expect anything to happen! The producer of the game is 
some geezer called Hal Barwood, who happens to be the 
man who produced the original Monkey Island game. 
Now, you may not have played any of his games in the 
past, but those who have will tell you that they are always 
excellent, being full of nuts and goodness and with extra 
helpings of fun! nl —— 
LucasArts has also announced its first game for the Ultra 64: 
Not surprisingly, it’s a Star Wars game and it's rumoured to be set 
twenty years after the original trilogy and may 
feature a digitised Mark Hamill 
as a middle-aged Luke 
Skywalker! The game itself 
will possibly be a 
combination of X-Wing-style 
flight sim and Dark Forces 
ground assault action. We 
can hardly wait! 





imagination of one Dr. Sidney Ruftleburg, but, alas, things have started 
to go wrong, as is often the case when scientists start tinkering around 
with.forces beyond their control. Fortunately, a small boy and his dog 
happened to stumble across Evermore 
and are the only hope to restore the 
natural balance. Or something. 

The game takes up 24 megabits of 
memory and contains four worlds which 
are broken up into roughly ten areas 
each, with each area being up to thirty 
screens in size. Make no mistake, 
Secret Of Evermoreéis a big game and 
Nintendo won't let you forget it when 
the game is released later this year in 
America, with a Pal conversion to 
follow soon after. 


One category of games that there never seems fo be enough of is RPGs. 
The Japanese love them, in fact more Super Famicoms have been sold 
for playing RPGs than for any other reason, but only in the last year or 
so have developers made an effort to get English speaking,(read 
American) audiences hooked. Squaresott, one of the biggest RPG 
developers in Japan, has recently started work.on an RPG aimed 
specifically at Americans and it’s being developed at Square’s offices in 
Redmond, Washington, just down:the road from Nintendo Of 
America’s headquarters. 

The game is called Seéret Of Evermore and it’s not the sequel to Secret 
Of Mana as somé mags have suggested. Mana 2 is actually being 
developed by Square in Japan and should be out by the end of the 
year. Secret Of Evermore is set in a virtual world spawned from the 
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Stand by for Earthworm Jim-Boy! The most popular worm in the world is 
due to appear’on the Game Boy this June in a conversion of the smash 
_ ie oR ~ * A ’ hice! ia oan a a — interactive background elements that can be picked up and used during 
one of the levels trom the original game and should otherwise be the fights. sS | : : 
orice Sark bis eer ola os a Still in Shiny territory, the team headed by Dave Perry recently signed 

ing converted to run under Mic - 
people stuck in offices everywhere can enjoy Jim’s famous space suit- 
i oo Earth jj aa — for all formats of the ‘next generation’ consoles. This will not only allow 

€ creators of Earthworm Jim are hard at work on the sequel which © Shin Lae eich i cive Activision 

; : a. a y fo cran More top-noich games, but it will giv : 
Mego sh age mets ind ia maynen era's due oul na which has been rather quiet on the game development front lately, a 
the states in October. Shiny Entertainmen is : | 
also working on a one-on-one fighting game 


chance to regain its status as a major player in the video 
ame industry. 
which is promised to take fighting games to ge . be 


new heights, incorporating’both 2D and 3D graphics and featuring 






















Sure the Ultra 64’s'the machine everyone’s waiting for 
but there's still plenty of life left in the old Super NES 
yet, We had Donkey Kong Country last year, but we 
can also expect to see the next generation of SFX chip 
games. There'll be Starwing 2 this year as well as 
Elite’s rather nifty looking new driving game, Dirt 
Racer with its combination of normal racing circuits, 
stunt tracks and even puzzle tracks. Start out hooning 
around the gentle inclines of the British circuit before 
heading to the Australian outback for a bout of serious 
suspension bashing. But it’s the 
third series of : 
tracks, in Alaska 
that really promise 
to really test your 
mettle behind the 
wheel. There is no 
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' 3 eo eeers 
Sad ah 


news 
yet as fo an 
Australian 
release but 
we will keep 
you posted. 
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wi Inthe rordre there fol a) 


over 800 million 
citizens living in Mega- 
City One. With 90% 
unemploym crime 
is rife and « 





























citizen is a potential 


ninal. To control 






crime Judges patrol 
the streets, dishing out 
instant justice fo all 
perpetrators, or 





known. Ju ige Dredd is 
the toughest Mega City 
elim ltlefe(-Melale ME 
feared by all law 
breakers. He is the 
Law and you'd better 
Believe it! 
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‘STRIP SEARCH, 
DROP ‘EM! 


The game covers all levels of 
Mega City as well as the 
surrounding Cursed Earth 
wastelands, where 
gangs of hideous 
mutants roam looking 
for fresh flesh. Dredd © 
must make his way on | Asics 
through overadozen |*a ._ 2 r4Ehe~ 
levels, fulfilling a 
number of missions 
which range from 
securing the Aspen 
Penal Colony to the 
eventual confrontation | 
of Dredd’s evil clone brother 
Rico. Along the way Dredd has 
to deal with all sorts of creeps, 
including the likes of Mean 
Machine, Chopper and the 
sinister Dark Judges. 

Al We of-MD)x-Ye(oM erm el--10 
developed by Probe 
Software and the game 
MoM iecsiere(-M oleliceain 
adventure broken up 

with Mode 7 Lawmaster 
bike chases. Dredd 

himself is quite 

W7-Texeil(-M of-Tlate Rele)(-mre 
Well Small olce MZ mmelliiile) 
and swing all while 
sentencing perps with 

his Lawgiver pistol 

which contains every 
sort of ammo you could 
ever want, from homing, to 
ricochet, to incendiary! 
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CREEP, 
MOVE! 


Judge Dredd first appeared in the 
English comic 2000 A.D. back in 
1977. Dredd was originally 
conceived by writer John Wagner and 
drawn by artist Carlos Ezquerra, with 
input from Pat Mills. Over the past 
eighteen years Dredd has sentenced 
thousands of perps and saved Mega- 
City One and its population countless 
times. So popular was his appearance 
in the pages of 2000 A.D. that in 
1990 Judge Dredd: The Megazine 
was launched to showcase the 
adventures of Dredd and other Judges 
of the future. Earthletts in search of 
Dredd related thrills should proceed to 
their nearest newsagent and obtain 
copies of The Complete Judge Dredd, 
a monthly comic featuring Dredd 
stories from the past. Thoroughly 
excellent stuff! 


LRU pat etl agi et tglig 





















MOVE IT 
PUNK, TO THE 
IS0-CUBES! 


995 is going to be a very 
big year for Mega-City One’s 
top law enforcer. As well as 
the game, due to be released 
in June, Judge Dredd is set to 
appear in what will 
undoubtably be the year’s top 
film. Staring Sylvester 
Stallone, Judge Dredd the 
movie is due to open around 
PNUSixel ito Mam ite | 
August/September holidays 
and NMS will be taking an in- 
depth look at it in the next few 
months. Stay tuned! 


































SUPER NES preacay eee 
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‘ve been waiting 


US. 


WINS: 


A it a 


ANS: 00 
easements ‘ _SHEEYA i 


see 


wl: 


cool new move: 


Kang is, however, pla | been kept a secret 
different actor. a ‘Mortal Kombat charac 


Pec 




















INTRODUCING VIvIDSD, THE ULTIMATE IN Game SouNo, 


Get ready for the most realistic game adventure ever. The VIVID 3D™ sound enhancement system from 
NuReality transforms ordinary game sound into an amazing 3D sound experience. 3 What does “3D 


sound” mean? It means game sounds come alive all around you. It means you feel like you’re in the front 


row of a live concert. 
It means you'll never 
listen to your games 
the same way again. 
According to 
Electronic Gaming 
Monthly magazine, 
the VIVID 3D “rede- 
fines sound as we 
know it.” 3 The 
VIVID 3D is easy to 
hook up to any 
Nintendo, Sega or 
similar game system. You can also attach it to any computer equipped with a sound card. Thanks to 
award-winning” SRS (¢)® sound enhancement technology, the VIVID 3D creates dynamic 3D sound from 
only 2 speakers. 3% Why just play games, when you can be there? 


COMPANY 29 


3 12 Kylie Place, Cheltenham North 3192. 





Telephone (03) 532 5929 


Fax (03) 532 2429 





Available from your local Games Retailer. 





__ LD. 
RETAIL VISION? 


1994 Winner 
Best Products 





* SRS (+) technology won the Prestigious “Ultimate” award from Game Players magazine in July 1993. ©1994 NuReality. All rights reserved. SRS (+) is a registered 


trademark of SRS Labs. All product names are trademarks or registered trademarks of their respective holders. CH2 





What happens when the 
world’s super heroes have a 
disagreement over who’s 
turn it is to put the 
garbage out at the 
Justice League 
headquarters? They 
settle their dispute 

in the time 

honoured 

fashion of a 
one-on-one 

fisticuffs! 

Yep, 

Superman, 

Batman, Wonder 
Woman and their pals 
are now starring in their 
very own beat ’em up. 
It’s Street Fighter - 
Spandex Edition! 





LEAP TALL 
BUILDINGS! 


The Justice League Task Force 
is made up of six super heroes 
who have vowed to defend the 
Earth and its citizens from the 
ever present forces of evil. 
Superman: Everyone knows 
who Superman is! Mind you, 
his hair has grown a bit since 
atcMesToliUixetonmuireldiliate mere lacololiRe 
Get a haircut, ya lousy bum! 
Yori itelaPan hat-Mere] el-te Mola h tele (-1aa 
most adept at leaping around 
and confusing his enemies with 
his disappearing tricks. 
Aquaman: | though Aquaman 
was a girl for a second! | mean 
really, look at those blonde 
girly locks! | bet he spends 
hours getting that perm just 
right. 

The Flash: Faster than a 
speeding bullet ... no wait, 
that’s Superman. Well, The. 
Flash is pretty quick on his feet 
too. 
Wonder Woman: This Amazon 
babe can hover above her foes 
before dropping them with a 
sharp kick. She swings a mean 
lasso, too! 
Green Arrow: A modern day 
Robin Hood, the Green Arrow 
SIMMS CROUM olxelatelale elxelelae! 
forests in fancy green tights 
and keeping a feather in his 
hat. Macaroni! 








































































Justice League Task Force has been co-developed by 
Sunsoft and Blizzard Entertainment and is due to be 
released on the Super NES in July by Metro Games. 
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15% OFF ALL 3.5" TITLES 


Call for any title you require. 


ee 95.00 
CPR IIS neesseepscestasesester 85.50 
STAR TREK GENERATION . 114.00 
SYSTEM SHOCK ..............5000 95.00 
gi eee eee 95.00 
WING COMMANDER 3........... 99.95 
JOYSTICKS 

+ a ae 89.95 
GRAVIS PC GAMEPAD .......... 59.95 
THRUSTMASTER .............++: 169.95 
SOUND CARDS & CD ROMS 
ULTRASOUND CARD .......... 249.00 
ULTRASOUND MAX CARD . 399.00 
CD ROM DRIVE ............. 299.00 


CONTROLPADS/JOYSTICKS 

ARCADE PRO JOYSTICK ......... 79.95 
SCOREMASTER JOYSTICK ..... 69.95 
OFFICIAL CONTROL PAD ......... 35.00 


CONTROL PADS FROM ............ 29.95 
ACCESSORIES 

SUPER NES DECK................ 179.00 
a, SI EE 25.00 
CAVES in. sossenssoncsisessesssenss 79.95 


MULTI TAP 4 WAY ADAPTOR . 59.95 
PRO ACTION REPLAY MK2 .. 99.95 
ADAPTOR (US CONVERSION)25.00 


SUPER GAME BOY ............... 99.95 
TITLES 

BNE aiaieins casssininncostisgsivenssan 99.95 
ADDAMS FAMILY VALUES .. 104.50 
I acencitoagdectenchioS Gieticveepss 76.00 
eg eC ee 85.50 
TEE TNS. cncssccsesaseerssosses 57.00 
BIKER MICE FROM MARS .. 104.50 
BRETT HULL HOCKEY .......... 95.00 
BRUTAL PAWS OF FURY .... 114.00 
SOT 57.00 
CANNON FODDER................ 114.00 
CHAOS ENGINE .........0. ee 85.50 
EWA TENS cccscussshescestoscesesence 85.50 
CRASH DUMMIES ...............0.. 57.00 
DESERT FIGHTER ............... 104.50 
DONKEY KONG COUNTRY ... 95.00 
co a ee 76.00 


SPECIAL 
OFFER 
SUPER NES DECK 


INCL MARIO ALL 

STARS/DONKEY 

KONG COUNTRY 
WARRUY 


EARTH WORM JIM ...ccssseee 114.00 
EMPIRE STRIKES BACK ....... 76.50 
FINAL PHANTASY lll............ 133.00 
FIRESTRIKER o...sccccccoosesooe 114.00 
FLINSTONES .....cccccssceccssee 104.50 
FULL THROTTLE RACING .. 104.50 
F1 CHAMPIONSHIP ............ 114.00 
SR irene es 57.00 
GHOULS & GHOSTS ........... 57.00 
HURRICANES ......sscccsoceesee 114.00 
ILLUSION OF TIME(GAIA) ..... 76.00 
INCREDIBLE HULK ............. 104.50 
INDIANA JONES ....cssssccsee 114.00 


INDY CAR NIGEL MANSELL . 85.50 
INTERNATIONAL CRICKET ... 95.00 


ITCHY & SCRATCHY ............ 114.00 
JIMMY CONNORS TENNIS ... 85.50 
REE ING os ccssnssscsesconccsas, 85.50 
JUNGLE STRIKE ....... 95.00 
JURASSIC PARK ....... eee 89.00 
JURASSIC PARK 2.............0 85.50 
22. eee 47.50 
KID CLOWN CRAZY HOUSE . 76.00 
SIMI oc sissies ccacazcnrvainrtesinnsds 85.50 
LESTERS THE UNLIKELY ..... 76.00 
LETHAL WEAPON ..............0. 49.95 
CEN S 2 oo. nsoosedacceninnss 114.00 
S35 |< eee teres 114.00 
LOST DIMENSIONS ............... 66.50 
LSE MINIS oi sscccisccenasiscts: 57.00 
MARIO KART ..........cseeceseeeeees 76.00 
II oregct ise sncasescibi giesocdexcetne 114.00 
MAXIMUM CARNAGE ............ 85.50 
MEGAMAN X 0... ceeeeceeeeeeees 66.50 
METAL COMBAT ..............0000 57.00 
MICHAEL JORDAN ADVENTURE1 14.00 
MICKEY MANIA ..............000 114.00 
MICRO MACHINES ............0... 85.50 
MORTAL KOMBAT .............04. 












Hundreds more titles available on all formats »* Best prices Af Pe nGeEaE 25.0 
: F ' j BON? PGA GOLF 3 ou... ceeeeeeeeees i 
Huge range of import titles from U.S.A. & Asia | Sn Ad PUNISHER 85.50 


We trade & sell used Sega and Nintendo, 3D0 &IBMCD Nis Ben a ee 








Hardware and Accessories bbe UI, STORY OF THOR ovscescssene 95.00 
SYNDICATE. .oscecsorsnoeroo, 95.00 


Friendly service & expert advice | tcl BL ISMGCS ORME THEME PARK. 95.00 
\ TOUGHMAN BOXING ....... 3 


Toll free order ling BN) eM ei iicuarice 
Orders from New Zealand, Asia & the Pacific 


are welcome & delivered by international courier. 











+ % + % HH OF 






MEGA CD WITH GAME ....... 


ta Zi = ANOTHER WORLD 2 ........... 104.50 
Free members card on purchase of a contro! =f ag BATTLECORPS .............. 123.50 


deck, hand held unit or once you have spent $300. za Ss BC RACERS wince cc 95.00 


i BLOODSHOT .............. 95.00 
Cae 4! AIMEE CORPSE KILLER wo 95.00 
MICRO MACHI ti 50. -- FLASHBACK i,csccsccseners.erite 



























BIA 2 Scssnocasceniectiins 

























































MORTAL KOMBAT 3 .. BOOKINGS TRUE-LIES’ = ca ioahed een FOR ANY TITLE YOU ARE CHASING. 
MYSTIC QUEST LEGEND ..... 57.00 TOTAL CARNAGE .................. 76.00 MONSTER TRUCKG................ BO: INI 2 oti 
NBA TOURNAMENT ............. 114.00 TRODDLERS ...........ccsssseseee 97.00 MORTAL KOMBAT II ............. 66.50 MICKEY MANIA .scccsssssssseceee 85.50 
NBA LIVE '95 ...ssscscccsssssssssseses 114.00 ren palin revsenasesscasneeasens ee MS PACMAN .ceccccssssscccccccosssses 44.95 MIDNIGHT RAIDERS ............ 95.00 
NIGEL MANSELL ......ccssssecceseo 57.00 TURN & BURN... NBA JAM ccccscccccccsssssecscsssssceeeee 66.50 
PAC ATTACK swoon 57.00 UNIRALLY nn 70) SON nos NGELMANGELL won 2995 ROAD RASH. 98.00 
PILOTWINGS Sant ees $7.00 cows ehsianes 00 INCLUDING CASE & BATTERIES ROAD RASH S ccceas eile: 57.00 SLAM CITY ct Sus 95.00 
Efe ane vac ba eae hanaoninayGamenesne . i dbansedaeshetiscacdgds Sere OO: SUPREME WARRIOR .......... 95.00 


POCKY & ROCKY 2.........:.... 114.00 BAP TNS. cs sctsrsichovssosnvesinesite 66.50 ALL FOR ANY TITLE NOT LISTED 

REN & STIMPY TIME WARP. 104.50 SUPER MARIO LAND............ 44.95 

ean OFTHE es pees ee SUPER MARIO LAND 2 ......... 57.00 

RISE OF THE ROBOTS ....... PETERS csciesecscoshicirsasesdsinasiats 57.00 

SEA QUEST (DSV) uu... 104.50 TRUE LIES concccccsssssscsscsssssssese. 66.50 

SECRET OF MANA ......cccsse-- 76.00 : ULTIMA: RUNES ......cccccccsseeose 76.00 

SHAQFU-SHAQUILLE O'NEILL .... 85.50 WARIO BLAST ..ccccccssccsssessseees 4495 SEGA30X%..2 329.00 

CON CITY cre cele ndestsode 57.00 L ATEST OVERSE ANS WARIO'S LAND .......ccccccceceeeees 57.00 36GREAT GOLF HOLES. ..... 95.00 

ee oa aaa MT cosa: oe ZELDA LINKS AWAKENINGS 44.95 CORPSE KILLER .......s.ssss 95.00 

SPEEDRAGER 2 "423'50 GAMES AVAILABLE NOW !! Bee oy te Pee Se en a ae = 

SPIDERMAN ...cictdidsisasne. 133.00 METAL HEAD ..............cccc000-. 95.00 

die a sacs ears ; Heh * SUPER Lets) a ser) CD MIDNIGHT RAIDERG............ 95.00 

MORTAL KOMBAT 2 ............ 95.00 

STAR TREK NEXT GEN....... 104.50 NBA TOURNMENT ...........-... 104.50 

ree gee { re GAME GEAR CONSOLE ...... 179.00 STAR WARS ARCADE. ......... 104.50 
itera 8 on Call for any title you are after. SUPER MOTORCROSS ....... 95.00 

SUPER BATTLETANK 2........ 104.50 * JAGUAR * 3D0 uh SUPER SPACE HARRIER ... 85.50 

SUPER BOMBERMAN 2 ........ 95.00 aye (We) 227 9991 FOR LIST OF NEW & SUPREME WARRIOR .......... 95.00 

STUNT ANGE TD UEDA T stone Se VIRTUA RACING DELUXE... 95.00 

SUPER DROP ZONE.............. 95.00 COMING RELEASES) 

SUPER MARIO ALL STARS .......... 123.50 

SUPER He mete as cope MEGADRIVE & 6B CONTROL 149.00 

SUPER METROID .................. 95.00 pga pclae antes 





VIRTUAL BART 0 6B 6 BUTTON CONTROL PAD 29.95 


SUPER MORPH .....................- 85.50 U 
VIRTUAL SOCCER 57-00 ALADDIN (cbs So eee 66.50 4 WAY ADAPTOR (E.A.) ...... 39.95 PANASONIC 3D0 (NTSC) ... 749.00 
eer iar Siena, pipe WONNEN ee 114.00 CHESSMASTER .......ssscecccsssee 29.95 PROACTION REPLAY MK2 99.95  |NcL FIFA SOCCER & 2 CONTROL PADS 
SUPER SOCCER eRe St a 57.00 WAREOCK. 30 Se 133.00 DOUBLE DRAGON................. 29.95 UNIVERSAL ADAPTOR (USCONV 25.00 PAL ADAPTER .....cccccccccccccsees 100.00 
SUPER STREETFIGHTER 2 ... 95.00 WORLD CLASS RUGBY ........ 95.00 DONKEY KONG............0000 57.00 TITLES ESCAPE FROM MONSTER MANOR .. 95.00 
SUPER STRIKE EAGLE ........ 85.50 WORLD BASKETBALL........... 57.00 DONKEY KONG LAND .......... 57.00 BEAVIS & BUTTHEAD........... 76.00 FIFASOCCER .................... 95.00 
SUPER TENNIS 57.00 WOLVERINE .......cccccsscssssseee 133.00 OUCKTALES 2:7 ion, 97.00 BLOODSHOT .............ccesee 96.00. GEX ..cuce ee 95.00 
SUPER TURRICAN ............. 114.00 X-KALIBER .......ssssssssseessssseee 85.50 DR MARIO ......sscrsssverevonsessse 29.95 DESERT DEMOLITION ........ 66.50 |MMERCENARY ocessssssssscecee 95.00 
SYNDICATE 76.00 YOSHI'S SAFARI .............000 57.00 F1RACE/4 PLAY ADAPTOR . 29.95 EARTHWORM JIM................ 114.00 
ee he de cae LOST FILES: SHERLOCK HOLMES 95.00 
TAZMANIA 76.80. ZELDA Ses eZ. 76.00 !TCHY & SCRATCHY ............. 66.50 FIFA SOCCER '95 un... 95.00 
se ayiasttde Nias aed cubic JUNGLE BOOK 66.50 NEED FOR SPEED................ 95.00 
TETRIS/DR MARIO ................. SY AO @ mmm SR SES I a ed erage fa SL OG Ta a ITCHY & SCRATCHY ............ 104.50 
RASSIC PARK 2 OFF ROAD INTERCEPTOR. 95.00 
THETICK 123'50 JURASSIC PARK 2 ....cccsoe 57.00 KAWASAKI CHALLANGE ..... 104.50 Boo au 
THEME PARK 10450 LAWNMOWER MAN ce 66.50 LA RUSSA BASEBALL '95 ... 95.00 ROAD RASH... nnnrnesn —— 
TIMESLIP , 57°00 LEMMINGS 2 ....ssssssessessstn 66.50 MADDEN NFL '95 ........:.: 95.00 SHOCK WAVE ............... 95.00 
TROY AIKMAN Notts ee 95.00 MEGA: MAN ike cessciccceus 29.95 MEGAMAN ...................000. 85.50 SHOCK WAVE: JUMPGATE — 57.00 
al cael LARGE RANGE OF NEW& USED. CALL = METROID 2... ess ceessesseesseesss 29.95 MICRO MACHINES 2 ............ 95.00 SYNDICATE 0. eee 95.00 


TO TRADE SEGA/NINTENDO aber dB: tg Takai ene 
. Call (09 227 9991) for trade value of your games. 2. Credit card payments despatched same day. 
_ You will be given a quote. (valid 14 days) 3. Payment by cheque/money order must include your 


. Use this value toward purchase of any software/ name, address, phone number and your order. (AlloW J | ited quantities. No rainchecks or 
hardware we sell. 7 days for cheque clearance). lay-bys. A delivery charge applies. 









IBM $ 
. Pack your software, with your name, address, phone DELIVERY CHARGES FOR SOFTWARE WING COMMANDER 3 nnn 99.98 
number and software selection. Under $50 ($5) $50 to $100 ($2.50) Over $100 (free) NORE aw 
Mail via registered post/courier to our address. Delivery usually 2 days by courier OF registered mail. OU ae Cy ee ee aie 
. Your order will then be despatched within 24 hours of J} Delivery to New Zealand, Fiji & Asia is approximately JF surassic panic 69.98 
receipt of your traded games. $25.00 via Air Courier - allow 3 - 5 days delivery. MARIO IS MISSING «0000... 69.95 
(Hardware standard delivery charge will apply). PUGSLEYS SCAV. HUNT... 78.00 
SUPER JAMES POND srefenttterindpeatns 85.50 
YOUNG MERLIN nn? 96.00 

MEGADRIVE 















OCGER, a jevnrnrnenene 49.95 


POSTAL ADDRESS & RETAIL SHOP: 
94A ROE St, NORTHBRIDGE WA 6003 i ee 
TELEPHONE: (09) 227 9991 WNSOLE 
PHONE FREE CALL; j  —— [im ZERO TOLERANCE occ 
(STRICTLY ORDERS ONLY) 1800 801047. ss Vomeniwvstenv mansion 
SOFTWARE TRADE-IN QUOTES & QUERIES. 


TEL: (09) 227 9991 FAX ORDERS: (09) 227 1114 

























Some items may not be available 
or be out of stock at date of print- 
ing. No rainchecks on sale items. 
All software, new & used carries a 
30 DAY WARRANTY. Dealer & 
Video Store enquiries welcome.We 
reserve the right to refuse any sale 
or trade. Prices subject to change 
without notice. 

















HOURS OF BUSINESS (WA times) 
Mon-Thurs 9am-6pm_ Friday 9am - 7pm 
Saturday 10am-4pm Sunday 12.00-4.00pm 







NO. 1 IN AUSTRALIA 
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HOW DOES A MAN SURVIVE IN TH 
THAT HUFFMAN HAS BECOME? 


en it comes to role-playing games 
and vast sprawling adventures, there 
.is only one console worth considering: 
the Super NES. This is mainly thanks to one 
company. Their name? Squaresoft. 

This firm is practically a deity in Japan 
owing to the Final Fantasy series of games - 
immensely deep, fascinating adventures that 
have really captured the imagination of 
adventure gamers across the globe. Secret of 
Mana was yet another Square hit and now 
those plucky fellows are back with the oddly 
titled Front Mission. 

This game is set in a post-apocalyptic future 
where the world is in danger of descending 
into chaos and the real power belongs to the 
man who owns the most fearsomely armed, 
most powerful robot. 

You take the part of a character who feels 
partly responsible for the outbreak of war 
(because he failed to stop a key military target 
from being destroyed) and have charged your- 
self with the unenviable task of taking on all 
the evil-doers. This is not going to be easy, 
because quite frankly you don’t have any 
money and your robot is pretty rubbish, pack- 
ing the weediest firepower around. 

It’s up to you to reverse this situation, 
become all-powerful and wipe out your ene- 
mies. Sounds simple? Remember, this is a 
Squaresoft product, so expect a long, torturous 
task ahead crammed with unimaginable hard- 
ship, endurance and woe. 















































(ABOVE) Kalen buys the farm! You get a chance to avenge 
her when you clash with Driscoll later in the game. 





The most exciting parts of Front Mission are definitely the isometric 
battle screens. This is probably because they're essential to tI 
game’s progress and allow your characters to gain exp e (an 
thus earn extra levels). They basically involve you and your opponent 
taking turns, deciding which weapons to use at which points. 
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Potentially the most devastating 

__ attacks in the entire game. Your 

robot fires off missiles which 

__ inflict different amounts of dam- 

age depending on your pilot's 

_ skill and the range involved. If 
you're in close range, your robot 
backs off, during which time it’s 
vulnerable to attack. 


Great for close-range battle. 
Basically this entails firing off one 
of your arm-mounted weapons - 
the most common being raptors 
__ (large machine guns, causing lots 
of small hits) and varying types of 
_ siege cannon (one big hit with 
these muthas). 





WAL ie : 
Wo nA SH MORAL. 


| must be the 
only Super 
NES owner 
in the cos- 
mos who’s 
never played 
a Squaresoft 
RPG before, 
so when this 
Vek atelate[=re 
to me for 
review, | was 
more than curious. Like a lot of 
adventures it takes hours to get 
into, but the theme of huge 
robots using large weapons to 
duff each other up with proves 
mighty intriguing. Like just 
about any other decent RPG, the 
name of the game involves 
building up a suitably awesome 
range of characters, and in this 
respect Front Mission more sjatela 
PRIN CTEMA Cehicallate mM Zolelmelocm lice : 2 al : 
go into action is excellent stuff - — he : , | : = : parr Ee A 5 
a real reward for all those hours S| a aul | _ Gh “s \ en oi a 
of gaming you’ve put in. As | a” . oy Oe oo Ba ia ec Ea 
said, | haven't played many “hae _— , | : o ‘ : y Foy = 
Super NES RPGs, so | can’t real- 
ly compare them to this - but | 
do know quality when | see it 
and Front Mission delivers that 
in spades. 


Whilst Front 

Mission 

Taco Ness 

more strate- 

gy than 

games like 

Mana it still 

exudes qual- 

ity the likes 

of which we 

rarely see 

nowadays. 
Very few Super NES games can wi ' i al et a . 
keep me playing into the morn- |, a L me = ae 


ing and Front Mission just hap- 


pens to be one. Get it now. : ay a fas a—G 4 
SUPER NES REVIEW 





Your robot is basically composed of a whole man- 
ner of different components which you mix ‘n’ 
match to your liking. Here’s a breakdown of a 
decent robot for you to look at. 





SUPER NINTENDO. 


BODY: Main powerhouse for the robot. You can’t 
have a wimpy body with super-powerful limbs. It 
just won't work. 





ARMS: Choose weak under-armoured arms and 
you can kiss goodbye to half your weaponry if you 
sustain one hit from an enemy. Have a decent 
short-range weapon in each hand. 





SHOULDERS: You mount your long range 
weapons on these shoulder pinions. This type of 
weaponry usually involves guided missiles of 
some description. 












LEGS: You can’t take much weight if you don’t 
have strong legs. It’s important to upgrade these 
when you start to get better weapons. 













If you've spent a lot of your “hard earned” on new 
arms for your robot, you might want to try out their 
punching prowess (big damage can be inflicted with 
a decent right hook!). The problem is, if you're at 
range, the enemy can get their licks in before aaa 
you've even got near to them. In which case, you're | Most of your weapon-buying, information gathering 
more likely to miss. and gladiatorial combat takes place in the game’s 
big cities. This is where you tool up your characters’ 
robots and get yourself down to the local military 
office to pick up your next assignment. You also 
The main game battles take save or load positions here (so no, you can’t do it in 
place on these isometric 3D the middle of combat). 
landscapes. During the battle 
sequences, this screen gives you 
the overall look of the battlefield 
(as opposed to the more close- 
up combat screens). This is 
where you position your robots, 
use items, and basically prepare 
your strategy. And you are going 
to need one - Front Mission's 
battles are extremely tough. 











(ABOVE) In the cities you can stock up on the latest 


weapons, parts; repair your mech and earn cash by fighting 
in the colosseum. 








ASLLI TF dH? 





(ABOVE) Before each mission you can select the mechs that 
you want fo use. 





HE MORTAL KOMBAT 
TOURNAMENT EDITION 
COMIC |S HERE NOW! 





MORTAL KOMBAT® is a trademark of Midway® WE valelicrercUlalare Mm @xelnilex<la) iran Al Reserved. Comic artwork produced by Malibu Comics Entertainment, Inc. under license from Midway® IW Felalelecreuelalare) Compan igs 







ON SALE AT 
NEWSAGENTS 
EVERYWHERE! 
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CART SPEC 

@ BY: GAMETEK 

@ PRICE: $129.95 

@ RELEASE: OUT NOW 

@ GAME TYPE: BEAT ’EM UP 
@ CART SIZE: 16 MBITS 


GAME FEATURES 


@ NO. OF PLAYERS: 1 or2 
@ HEAD TO HEAD: Yes 

@ BATTERY BACKUP: No 
@ CONTINUES: Password 
@ OPTIONS: Loads 


GAME INFO 

@ GAME ORIGIN: Someone said 
“Let’s make a beat ’em up with cute 
furry animals!” So they made it. 

@ GAME DIFFICULTY: Easy 

@ SCORE TO BEAT: Fight Dali 
Llama 

@ ALTERNATIVES: Surely you 
must know by now! 


GAME CONTROL 


@® CONTROL: Joypad 
@ RESPONSIVENESS: Not great 


(A) Light punch 
‘B) Light kick 


Medium punch 


Medium kick 


Left: Hard 
punch 
Right: Hard 
kick 


Start: Nothing | 
Select: Pause 


GAME CREDITS 


@ DEVELOPED BY: GAMETEK 
@ DISTRIBUTED BY: METRO 
@ MADE IN: USA 

@ ARTWORK: © GAMETEK 
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The world’s greatest fighters have 
been invited to the grand 
tournament on Brutal Island. But 
Tiricctelo Mel m elle Mella M@ul-limelite| 
women, the lot which has turned 
up all look like fluffy animals! No 
matter; they’Il pound the stuffing 
out of each other just the same. 
There’s a bear in there. And a fox 


as well... 
















, CMARACTER 


Ri GHS ASO t 


Ales al <M cro] aaliae is <oltol(-Molmr-\ol MOURN oli melimel: 
a white belt and advance through the different 
Xo) CoN V EME MZoNUMe (-11-10] Mo) elal-Tal cme] olive Mlal- 
way. As you progress, the Dali Llama appears 
occasionally to teach you a special move which 
your chosen character possesses. The eS. 
pad/button combinations are revealed and | {ita a a a 
then you get three chances to replicate the 


move. If you still can’t get it after that, you're 
hand/eye co-ordination must be shot! 






























BLOW BY BLOW 


Victors usually like to gloat; 
what better way to further 
Rui eli M Zell ole] Melicimen oleate! 
than to subject him/her/it to an 
instant playback? Unfortunately 
there’s no fast forward or 
rewind controls, but what the 
_ heck. For the statistician, there’s 
eo] eels MiaMe(-)oUM cecieuelon 
screen which shows how many 
punches and kicks you and your 
opponent unleashed as well as 
connecting blows to various 
etolacMeolmZolUlmelireloling 
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If you fancy yourself as a dead 


hard SFil or MKII player, then don’t 


bother with this as it’s really 


aimed at the youngsters. The 
cartoon graphics are mildly 

amusing and the backgrounds are 
competently done, but the fighters’ 


response varies from okay to 


sluggish (especially when it comes 
to getting out some special moves) and you'll 
curse when trying to avoid your enemies’ faster 
attacks! In terms of fun it’s reasonable; when the 
speed is cranked up to ‘nutter’ in the no holds 
barred two player game there were certainly a 
few chuckles amongst us. Strategically it’s quite 
shallow as constant low kicks at your foe will get 
them to kiss the dirt constantly - whole rounds 
have been won this way! It may be worth hiring a 
day or two for the kids, but personally | think the 
Ranma 1/2 or Clay Fighter carts do the job better 
if something with humour is what you’re after. 
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, _ CREATURE 
FEATURE 


The creators have thoughtfully 
Titel [Vio {tool lal-imel-troidl olifoli Mel mate) 
should play what characters in their 
hilariously long-winded manual. 
Which character fits your profile? 
Kung Fu Bunny: For those who are 
kind and considerate and who 
Xe MIM AeLCo ML <-t-el ate eX-1RoNi Te] 
resolutions. He fights in the style of 
‘Relaxed Paw’ and has a mean 
flash kick! | 
Tai Cheetah: An expert in Tai Chi Chuan, 
he can unleash vicious flame kicks and 
punches. If you're a slacker who is 
nevertheless devoted to close friends, then 
this guy's for you! 
Kendo Coyote: Recklessly confident and 
self indulgent types look no further! Like 
Blanka, he can cannonball his way wildly 
around the screen! 


, Rhei Rat: Loners who refuse to deal with 


others due to their ignorance and 
stupidity may relate to this chap. Watch 
out for his frenzied punching attack! 
Prince Leon the Lion: Single minded types 
who'll stop at nothing to even the score 
may find an affinity with this guitar riffing 
beast who fights Tan Ku style. 

Foxy Roxy: Frivolous, care-free types who 
can’t take anything seriously will enjoy 
thrashing opponents with Foxy’s- 
Whiplash Kicks and Rolling Sweeps 
across the screen! 

lvan Bear: Do you often wonder why 
some people want to slack out all day? If 
it bugs you that much, simply fight as this 
behemoth and send a whopping 
TolisXe WoL < MoM Coll lmolelefonitcnimelfe! jolt 
them out of their misery! 


3 
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SUPER NES REVIEW 
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ACVIEW 


BREAKDOWN 
STRATEGY 
AcTION 










REFLEXES 
ORIGINALITY 





Hain Heooo Hy nice 


NMTEREST 





GRAPHICS 


A Cute, decently animated 
characters. Backgrounds 
have good depth and 
colours. 

W Foreground elements 
occasionally get in the 
way. 










SOUND 


Vv Unremarkable music 
and the sound FX could be 
beefier. 






PLAYABILITY 


4 Pretty good fun for the 
kids. 

W But do you older lot 
really want to fight as 
fluffy animals? A far cry 
from the depth of 
gameplay and challenge in 
SFIl and MKIl. 











LASTABILITY 


A We laughed for a 
while... 

v ...and then we 
stopped. The computer 
opponents are pretty 
thick. 












OVERALL 


Not quite brutal, 
furious or funny 
enough for my 
tastes, I’m afraid, 
but it’s definitely 
aimed at younger 
players who 
should enjoy it. 
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CART SPEC 
@ BY: OCEAN 

@ RRP: $129.95 
@ RELEASE: OUT NOW 

@ GAME TYPE: SHOOTER 
@ CART SIZE: 16 MBIT 






me 


@ NO. OF PLAYERS: One 
@ HEAD TO HEAD: No 

@ BATTERY BACKUP: No 
@ CONTINUES: Password 
@ OPTIONS: Controls 























GAME INFO 
@ GAME ORIGIN: The long 
awaited Game Boy conversion of 
EA’s acclaimed Saddem buster 
which first appeared on the Mega 
Drive back in 1992. 

@ GAME DIFFICULTY: Medium 
@ SCORE TO BEAT: Reached 
fourth mission the first day! 

@ ALTERNATIVES: The forth- 
coming Game Boy conversion of 
Jungle Strike. 

























GAME CONTROL 


@ CONTROL: Game Boy 
@ RESPONSIVENESS: Okay 


C Hellfire missiles 
Press once for Hydras, 
hold for chain gun 


START: Nothing 



































SELECT: Map/status 
screen 



















GAME CREDITS 


@ DEVELOPED BY: 
ELECTRONIC ARTS 

@ DISTRIBUTED BY: 
METRO GAMES 

@ WADE IN: UK 

@ ARTWORK: 

©1994 OCEAN/©1992 EA 
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Although this is a fair 
conversion of the 
original, there’s a 
couple of things about 
it that seem to be 
missing. Play-testing, 
for one. Flying the 

chopper from one 
ANDREW location to another is 
easy enough, but making small 
adjustments in direction when you are 
picking up supplies and MIAs or 
manoeuvring around AA fire can be 
very fiddley. However, the worst airs | 
is that you have no idea how much 
fuel, ammo or damage you are 
carrying until you get warnings, re Tae | 
by then it can be too late to fe) 
anything about it. Sure, you can keep 
flicking back and forth to the status 
screen, but this takes time and is 
awfully distracting when you’re in the 
middle of a fire fight. 

However, once you become familiar 
with the controls and odd quirks of 
this game you should find many hours 
of engrossing gameplay as one thing 
that isn’t missing here is the 
atmosphere. Completing missions 
successfully gives you a real sense of 
achievement and you'll find that you 
can get really lost in a game Tare | 
totally lose track of time. 

Desert Strike on the Game Boy isn’t 
quite the classic that the Super NES 
version is, but it can be fairly 
described as one of the better Game 
Boy releases this year and is 
particularly worth your while if you 
haven’t played it before. 


GAME BOY REVIEW 










Each mission con 
be completed in the 
bearing on the next. 
installations is always at the top oF 
this prevents the enemy from track 
Likewise, destroying the power station: 
~ defence into shambles and turns their ground 
artillery into a turkey shoot. Some mission 

to capture enemy commanders so you can torture 
strategic information out of them, although its 
unfortunately you don’t get to 
are also lots of secondary objectives 


SELL CTItN 




















do the torturing. There 
which aren't : 


listed but which will give you added bonuses. Such 


tasks include rescuing MIAs and rebels from the vile | 
troops of General Kilbaba and destroying enemy = | 
camps which often harbour hidden fuel, ammo or even 


extra lives. 
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IN TRE 


Attacking the enemy’s ground-based forces isn’t simply a 
matter of strafing them while they're asleep in their tents, 
tor that would make your job way too easy. No, your foes 
are armed to the teeth and they're prepared to fight to the 
last man. Most commonly you will come across single AA 
gun emplacements. These can be taken out either with a 
couple of Hydras or you can circle them with your chain 
gun set to full, avoiding their relatively slow rate of fire. 
Watch out for more spirited defence from the Rapier missile 
jaunchers and the mobile VDAs and ZSUs. Even single 
intantry troops put up a fight and look out for Aphids which 
carry rocket launchers. 

Your enemy doesn’t know the meaning of the word 
surrender, but you can capture any fleeing foot soldiers or 
Soicelulelie mel cvs 
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only thing on TV was. 
the constant news 


w 
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A\fol aime late i DY-X3-14 
Strike takes me back 
to the heat of the | 





a ———] 
BEN 


close conversion of 
the Super NES game, although the 
limitations of the Game Boy restrict 
some aspects. There’s a bit of flicker — 
whenever there’s more than a couple of 
moving sprites on screen at the same | 
time and the sound isn’t great, but 
these are really only minor quibbles 
and don't detract from the gameplay — 
too much. | really enjoyed playing | 
Desert Strike and wasn’t too pleased © 
when | had to give it back! | 


occupied for quite some time but | 
wouldn't recommend it to someone 
who has already got the game on > 
another format. 


| remember when the ~ 


bulletins on the Gulf o. 


battle! This is a pretty Ae 


This game will keep any decent gamer _ 










J] 4 Small but clear graphics 
|} let you know what's going 


‘Joon. mi 
UY Abit officker when the 
|| action heats up. 








but it’s all very much 
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| 4 Heaps of tough 

ii pecan tag: 9 nemy’s 
_ defence isn’t lacking. 

| password access prevents 
| you from losing interest 
| replaying early missions. 

























| OVERALI 

|} A damn fine 
| conversion despite 
| the Game Boy’s © 
| limitations, Desert 
|] Strike should 

| appeal to anyone 
|] after something 
a) different and 

= | challenging. 
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Take a slice out of life with the crazy antics of 
Springfield’s favourite cartoon characters, Itchy & 

Scratchy! These two lovingly maim and mutilate each 
other in dozens of diabolical ways - there’s more than 
one way to skin a cat! 





The Itchy and Scratchy game is set over seven of 
their finest cartoons, with the duo bringing their 
twisted brand of humour to each of the multi-layered 
levels. The idea behind the Itchy & Scratchy game is 
simple. You control Itchy and must guide him through 
each level with the aim being to damage Scratchy 
before he gets you. You aren’t the only critters 
running around the levels and you have to look out 
for traps and wandering annoyances too. Itchy & 
Scratchy both have an energy bar at the top of the 
screen and once you deplete Scratchy’s he returns in 
a dastardly contraption designed specifically for 
mouse extermination! 







































NES REVIEW 








Permanently armed with their trusty mallets, Itchy and 
Scratchy can find other weapons scattered around 
each of the maze-ike levels. There are over thirty 
different weapons available, including cannons, 
flame throwers, harpoons, frying pans, bazookas 
and, of course, chain saws, to name but a few. These 
extra weapons deliver a lot more pain than the 
regular mallet, although each has a limited usage. 
Other items you'll come across are ever useful 
medical kits and little pieces of cheese that can be 
ingested to provided a limited speed boost. 













SUPER NINTENDO 
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Arnold Schwarzenegger and his pet guns are 
never too far apart. In this game his first and 
foremost shooter is his trusty pistol. However, this 
is only a back-up to the vast arsenal of weapons 
at his disposal. One of his favourites is an Uzi 
9mm, which is effective but has a huge appetite 
for ammo. A less hungry weapon, though equally 
effective against groups of thugs, is the shotgun. 
lt may be limited in range, but no one gets up 
after it’s fired in their general direction! Arnie 
also enjoys frying the opposition with mines and 
re grenades. Grenades are handy for surprise 
attacks and mines are best dropped in the path 
of pursuing psychopaths. 












Even for people who like 
shooting games, this is 
far too repetitive and 
has little challenge or 
atmosphere. The plot 

is extremely thin on ; , 
the ground and the Ene : 



























strategy amounts to ; 4 
looking for keys so =~ 4 : : frees 
you can get through locked doors. - 3 a . eee 6 E- OUT NOW 
Enemies mercilessly fill you with SS Se 4 se SHOOTER 
. ° ° . . pm lame al bed 4 % 2 MBIT 
lead, which in itself is fair enough, a oo 
but when you can’t move out of ————LL 


The small screen restricts your vision of 
what’s around you. Each level is exactly the 
same throughout. 


the way or line them up in your 
sights in time it’s just not fair. True 
Lies is all right on the Super NES, but 
the Game Boy’s tiny screen makes 
things very crowded and it the heat of 
the action distinguishing civilians from 
baddies can be confusing. Finishing this 
game will take a lot of persistence but 
it’s more frustrating than challenging 
and most people will find it a chore 
more than anything else. If the 
developers had made an original 
game, rather than try to cram the 

Super NES version on the Game Boy, 
things could have been different, but as 
it stands True Lies on the Game Boy is 
decidedly average. 










Awful music drones on and you can’t turn it 
off. Effects are reminiscent of the Atari 2600. 
















Arnie is slow to respond, thus making him an 
easy target, and when he does get hit you 
don’t know because he doesn’t flash or squeal. 























Surviving is quite hard, so getting through the 
game will take some doing. 
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Another crappy film licence? You 
seus it! True Lies has no redeeming 
eatures so unless you want a 

frustratingly hard game stay clear. 
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Boy. The world’s 
favourite handheld electronic 2ame. 


Games and systems sold Separately. YRMNINGBO317 





















CART SPEC 
@ BY: EA SPORTS 

@ PRICE: $129.95 

@ RELEASE: OUT NOW 

@ GAME TYPE: SPORT SIM 
@ CART SIZE: 12 MBITS 











GAME FEATURES 


@ NO. OF PLAYERS: 1 to 5 
@ HEAD TO HEAD: Yes 

@ BATTERY BACKUP: Yes 
@ CONTINUES: Infinite 

@ OPTIONS: Millions! 



























GAME INFO 
@ GAME ORIGIN: EA’s most 
recent basketball upgrade 

@ GAME DIFFICULTY: 
Adjustable 

@ SCORE TO BEAT: 

132-98 Bulls Vs Nuggets ! 

@ ALTERNATIVES: NBA Jam, 
NBA Jam Tournament Edition, NBA 
Showdown, Tecmo Basketball, 
etc... 





GAME CONTROL 


@ CONTROL: Joypad 
@ RESPONSIVENESS: Good 


Cc Shoot/steal 


Pass/select player 
Jump 


Nothing 





Left: Speed burst 
Right: Speed burst 


Start: Pause/options 
Select: Nothing 








GAME CREDITS 


@ DEVELOPED BY: EA SPORT 
@ DISTRIBUTED BY: METRO 
@ MADE IN: USA 

@ ARTWORK: © NBA 
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Are you finding you need a little 
more strategy and challenge in 
your armchair basketball career? 
So you’ve played NBA Jam for the 
millionth time and even though it is 
still as good as ever, it isn’t quite 
fulfilling your aspirations as a NBA 
star. Well, look no further, because 
NBA live ’95 is here and is going to 
prove that it takes more than some 
fancy in-your-face moves to make it 
big in the video games world. NBA 
Live features all the NBA teams and 
their stats based are on 
their previous year’s 
performance. 























































NBA Live 95 boasts 
many similarities to the 
real game in its playing 
style and the 
presentation is similar to 
a live telecast on TV. 






Long-time NMS readers will be 
familiar with my partiality to 
Tecmo’s excellent NBA 
Basketball sim of two or three 
years ago which has beat all- 
comers in the five-a-side 
slamdunk game. (Don’t start on 
how good NBA Jam is - | know - 
ROD but it’s just NOT basketball!) 
Finally, EA has come up with a game that is a 
worthy successor to the crown. 
NBA Live 95 combines the ease of NBA Jam’s 
playability with Tecmo’s rigorous basketball 
simulation making it simple to pick up and 
addictive once you get started! But the real ace- 
in-the-hole is the five-player capability! Yes sir, 
once again the Multitap rules (What do you 
mean you haven’t bought a Multitap yet - what 
_ are you waiting for?! Santa?) and is responsible 
for mucho good times, yelling and not-so-gentle 
biffo between combatants. 
Okay, | could nitpick and say the Player Select 
is a bit slow and that the animation is a bit too 
slippery for my taste but there are so many 
good points to harp on: the excellent defensive 
match-up option (in fact, all the options!); the 
well thought out viewpoint that allows greater 
strategic overview of the game; the realistic 
passing/blocking - if you try to pass through 
the defence, they'll steal the ball; and the 
blinding speed of the game. 
Yes folks, I LIKE this game! 
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NBA Live is definitely a 
big departure from the 
fun of NBA Jam, and 
while the dunks and the 
slams have been 
incorporated into the 
game, they really don’t 
| have the same sort of 

NICK impact as in NBA Jam. 
That’s not necessarily a bad thing, for 
where NBA Live wins is the realism of the 
co Tol Pe Um liter dite Meluteltilm) Ma-tt-tel ad 
must have gone into the game, what with 
all the states and percentages of the 
teams and their ratings. The graphics are 
a little chunky in places but move 
surprisingly well. One gripe was although 
the angle the game is played on isn’t 
that bad, at times judging where the ball 
is when it’s bouncing across the court is 
hard. The sound, complete with the roar 
of the crowd and players slamming the 
ball, is atmospheric and fun. 
The game play is the game’s best point, 
however, with all the options in the world 
so you can tailor the game to suit you. No 
match is ever the same and NBA Live is 
probably worth a shot if more of a 
realistic game is needed. 








































REVIEW 
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GRAPHICS 


4. The animation is 
realistic and very fluid. 
V The players sometimes 
look a bit blocky. 











SOUND 


A Excellent effects and a 
great crowd roar. Hip 
intro music, too! 







PLAYABILITY 


4 Easy to get into with 
heaps of room to develop 
your personal playing 
style. 

Vv Switching defensive 

players is sometimes 

confusing. 











LASTABILITY 


A Up to five players, 
loads of options and heaps 
of ways to alter the 
game. 











OVERALL 


NBA Live ’95 is 
the most complete 
basketball 
simulation around 
and if you’re a fan 
of the sport you 
won't be 
disappointed. 
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iment system with 
d style visuals, that 


Uld never have been able to per- 
Alias and their PowerAnimator™ 

obably the most well know Alias 

de Jurassic Park and the most recent 

his same tool, now modified with a 

, is enabling designers to bring their 

Animator™ led the Super NES beyond 

Ong Country; imagine what i 


rendering. of complex 
sed to create realistic s 











CD OR NOT CD? 8 : 


NU 64 is cartridge rather than CD based purely for the sake of speed. Currently 
the best CD-ROM drives around are capable of transferring 600K of information in 
one second, which is pretty impressive. These are quad-speed, whereas the 
PlayStation and Saturn use dual-speed drives that only handle roughly 300K a sec- 
ond. What’s more the information is loaded into a CD-ROM buffer which stores the 
information before passing it on to the CPU. Nintendo's choice of silicon (cartridge) 
over optical (CD ) as a storage medium allows Ultra 64 to transfer anything up to 
500,000K a second — direct! |. 

Nintendo have worked alongside Rambus Incorporated and their Tiger Team to 
create a state-of-the-art Data Bus for NU 64. A Data Bus is the gateway through 
which information stored on a cartridge is passed on to the heart of the console - the 
Central Processor. By making the NU 64’s gateway as wide as possible, there are vir- 
tually no limits as to how much information it receives. It’s a good thing too since 
Nintendo are currently compressing 100 megabits of data into 32 megabit 
cartridges, with a view to creating games eight times the size in future! Once again 
the question of price is raised, but Nintendo’s compression technology and the fact 
they have complete control over the price of the ROMS they distribute to contain it 


means we have nothing to worry about. 





ONLY THE BEST 

Here are details of developers producing games exclusively for 
NU 64. This does not restrict companies from developing for other 
machines, it just prevents titles intended for NU 64 from appearing 
anywhere else — so rivals cannot detract from the overall impact 
with inferior versions of the same game. As more details are 
released, you shall have them too. 
Read it and leap! 


ACCLAIM 


Having recently acquired Voyager Communications who publish 
Valiant Comics, Acclaim’s first title for NU 64 is based around 
Turok: The Dinosaur Hunter. Their Advanced Technologies group 
use a motion-capture technique which enables them to film an 
actor and store their movement as a wire-frame skeleton inside the 
computer. With this information they are able to transform the actor 
into whatever kind of creature they see fit. Let’s hope Turok is to 
hunt more than just dinosaurs of the two-legged variety! 
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Yideo game olay totally dissolve 
ANGEL STUDIOS 


Theirs is one of two projects outside 
of Nintendo benefiting from the genius 
of Shigeru Miyamoto. Angel Studios 
are best known for their special effects 
in The Lawnmower Man and Peter 
Gabriel’s mind blowing MindBlender 
video. Super Mushrooms meets psy- 
chedelic frogs and cyber-chimps? No- 
one knows for sure just yet. 








(LEFT) Peter Gabriel’s ‘MindBlende 
and a still from ‘Lawnmower Man’. 
The image above is an awe-inspiring 
example of Angel Studios’ skill. 


UbLEO Go gp PECIAL ae hich ends 








Gamelek recently hired new teams of extremely talented computer designers, 
who obviously impressed Nintendo so much they received development kit 
Yoru \mmel(olare MUUiiamel | Mial-Me)iat-lmmaatol (olede)(e\Z-1e-eam Maloxi-MelacMe(aitlol My 10 Mol Me(-\-) be 
opment screen shots of their ‘Robotech’ game, based on the popular US 
Anime series which is adapted from the Japanese Macross saga! 












SOFTWARE CREATIONS 


To compliment the ultra-realistic imagery, NU 
64 is sure to out-perform competitors with its 
audio capabilities. Just as Alias have created 
their 3D authoring tools, Manchester-based 
company Software Creations have been 
assigned to create ‘Sound Tool’, a sound devel- 

ue | / opment kit, for the new system. 
For the tim hued ot Hic’ Anybody who has played ‘Plok’ or ‘Rock N 
tale we | : _ Roll Racing’ on the Super NES is already familiar 
with Software Creations’ talent for sound pro- 
gramming. With Sound Tool, every NU 64 devel- 
oper is able to capitalise on SC’s 
amazing knack for authentic- 
sounding music and _ great 
sound effects. Considering most 
video games are backed by syn- 
thesised music, being able to 
make soundtracks fit the on- 
screen action perfectly in con- 
elareireya) with Alias’ 
PowerAnimator™ is a big bonus 
for Nintendo’s machine. 





























MULITIGEN 


Of course there’s no point 
having all this amazing stuff to 
see and hear, when the level 
of control is restricted. Games 
players looking to interact with 
these environments don’t suffer too many 
obstacles lightly... 

Though a recognisable 3-Dimensional 
object might appear real, enabling it to 
behave as expected is a separate matter. 
Using a tool called OpenFlight™, MultiGen 
give programmers a means fo calculate pre- 
cisely how aeroplanes ought to fly, or how 
boats moves through water — basically any 
object that is required to interact with another 
is given a physical identity, creating as close to 
| _| an alternative reality as we are likely to find 
on - ~ | | for many years. 
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ACCLAIM 
$129.95 
OUT NOW 
SHOOTER 
16 MBIT 














Password 
Control, difficulty 


















3 Based on the 


| re wife and rh child. There’s nothin 
highly successful movie staring the : 


extraordinary about Harry, oh no. Well, ape 
from the fact thatAie I iis | 
slaughtering intgmnati 

way of a he Y 

Oh yeah, and he also has ana 
of lying to his family and frien 

he’s not really the the mild-m 


Austrian oak himself, Arnold 
Schwarzenegger 

3B Medium 
& Reached 
China level 
we Zombies, 
Smash TV, Total Carnage, Pocky & 
Rocky, The Chaos Engine, Ghoul 
Patrol. 
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be - the day job’s 
merely a cover fo 
his real job as top age 
an ultra secret US Gover 
dedicated to fighting tert 
maintaining the “ Ameri 
What a pity, then, tha gh 























True Lies doesn’t break 
any new ground, but it is 
a straight forward 
blaster with enough 
redeeming features to 
make it worth having a 
go. If you’re just after a 
game that will satisfy 
your blood lust for an 
hour or so ata time, this fits the bill well. 
The levels are big enough and there’s 
always something to look for, be it a : 1c 
security card or whatever, so you don’t good old s 
get much of a chance to get bored. And if “USA. A 


Joypad 
A bit 



















Change weapon A '. 
g p e nefarious 


Abu Aziz and his motley band of 
srronists,.Crimson Jihad, keep on 


= if ee 
Phd 





Fire weapon 


Roll 


| Mole! @ ila) 













L: Not used 

ip orepaaeh you do happen to lose interest you can pity, | say, 
always go to a tax payer infested level ail 

Start: Starts/pauses and practice with the shotgun on eee 






WO@QHO® !: 


Select: Nothing civilians, although | don’t know why you 


have to loose a life when you kill too 
many - you should be rewarded! 
Unfortunately, there isn’t really much 





the nuclear 
threat from © 
the Jihad but , 
























® BEAM m War , 

* METRO else to this game so if you want » because Arnie’Sjebliged to kick some 
e AUSTRALIA something you can really get into and ~ ass - again. Hi e go then... 
* ©1995 ACCLAIM 


enjoy for weeks stick to Zelda. 
























Let's face it, Arnie doesn’t even put the cat out at 
Rie A MMLUTOULMS cel ol eliale MelaMe Mao!) )(-Melmelt-liere (Melis 
and taping a rocket launcher to the top of his Uzi. 
Neither does he enter into any eight-way scrolling 
game environment without doing the same. Here’s a 
brief rundown of what he can pick up and pack. 
PISTOL - Arnie starts each level with a standard 
issue 9mm, single shot jobbie. It’s slow to reload but 
K-ilfele)(-Melile MRYZ<1l ARON olUII(-1MMol o10]|(MTAMeliNAllelae 
guage. 

UZI - This is more like it - rapid-firing, multi-direction- 
al and death-dealing. However, it uses up ammo like 
no-one’s business. Keep a sharp eye out for the extra 
oil OM aurorel alate Me] fest] miit-Mo)(o(e-Molan] | Me\-MoliM-YelaN7 
bath for the boy Schwarzenegger. 

SHOTGUN - Bit of a comedy weapon, this. It fires 
like one of those guns that cartoon farmers use to 
blast errant ramblers. Not much fun it you’re on the 
wrong end of it though. 
FLAMETHROWER - A 
cruel weapon indeed, but 
immense fun to use all the 
oli men hilcMiatelKemule 
iT] {i Kole) @olU Colm lul-Me[ohs 
canister pickups to keep it 
toasting. 

GRENADES - Very power- 
ful indeed, but Arnie must 
first pull out and wait a few 
seconds for it to go off. Not the sort of weapon to 
use if you're in a hurry. 


ANTI-PERSONNEL MINES - The most power- 
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area. Great for 
eden diate Rolim stele 
guys in chase. 











There’s nothing worse when you're having your behind 
blasted by all manner of Uzi-toting scum than enalare) 
some smart Alec wise-cracking over the walkie-talkie. O 
dear, that’s exactly what you've got in True Lies. Worse 
still he’s your best mate. Meet Gib. He’s chubby, he’s 
annoying but, alas, he’s vital to Arnie’s mission success. 
He appears at regular inter- 
vals informing the Arnster 

of his current status, what 
his main objectives are 

Clare Mc-yelaiurelae lave malta 
when he shoots the civil- 
ians. Killjoy! 








ANDY Arnie is able to run and 
duck and there’s even a fair dosing of 


of one of the most expensive films ever. 
It’s a bit jerky, fiddly to control and the 
graphics are rather basic to say the least 


ful item in Arnie’s ta. —, 













Fans of games like 
Zombies and Chaos 
Engine will probably get 
a fair amount of pleasure 
from True Lies. The levels 
are big and complex, 
there are lots of powerful 
weapons to pick up, 


blood when the bad guys go 
down under a hail of bullets. | 
particularly enjoyed the shoot 
outs that develop throughout 
the game as you try to shoot 
enemies from behind obstacles 
without getting shot yourself. A 
recipe for a cool game then? 
Not quite, unfortunately. The 
problem is that True Lies comes 

across as a low-budget version 


- the squat sprite 
bears no relation 
to Arnie at all. 
Shame really, 
because, given the 
great license, this 
should have been 
the game of the 
year. As it is, it’s 

merely another 

disappointing movie tie-in. 
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LONG-TERM INTEREST 






















GRAPHICS 


A Digitised stills from the 
movie and nice splashes of 
blood. 

Y And that’s as exciting 
as it gets. 






















SOUND 


4 Weapons make decent 
sounds and the screams 
are loud. 

¥ Annoying music 
throughout. 




























PLAYABILITY 


A You don’t have to 
think too much in this 
game, it’s mostly a series 
of gun battles. Good 
stress relief. 

v The action becomes a 
bit samey after a while. 























LASTABILITY 


A Lots of big levels and 
plenty of baddies to shoot 
at. 

v_ But once you learn 
where to expect them 
you'll have little problem 
getting through. 







































OVERALL 


True Lies is enjoyable 
for a while and is good 
for a quick blast, but 
don’t expect much 
more, 






















Y: CAPCOM 
RP: $29.95 
| OUT NOW 
TYPE: PLATFORM 
2 MBIT 


Y BA K | f [ J No 
TINUES: Password 
’ None 


@ GA Mil (O] ed. e7/ V 

An amalgamation of the first two 
NES Mega Man games 

@ GAME DIFFICULTY: Hard 
Cs 610) 1 ol ROM =] of Ww me 97) (-7- 1 a 8g 
Wily 

@ ALTERNATIVES: There’s 
millions of decent blasters like this 
eM MCE IULEM =1¢) Ae Ue LS 
of the Castlevania titles for starters 





l 7 / / / ( wl | /| | fit | 


@ CONTROL: Joypad 
& RI S/ J INSIVI NI SS: 
Dead sharp 


Cc Shoot 

Jump 

(S) START: Pause/weapon 
menu 

(S) SELECT: Nothing 


-ED BY: CAPCOM 
BUTED BY: NINTENDO 
A IN: JAPAN 
ARTWORK: ©1991 CAPCOM 
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Hooray! It’s been a while 
since I’ve had a decent 
game to review and life 
just couldn’t get much 
better! Well, except for 
my school grades; an F 
for my maths assignment 
BEN and a D for my science 
report, and why? 
Because | was undergoing extensive 
Mega Man game play. This is a hard 
shoot ‘em up which has plenty of guts. 
The only minor flaw | detected was the 
occasional sprite flicker, but hey, don’t 
pay it out, man! Ever since his arrival 
on the NES | have loved and adored 
Mega Man and his action packed 
adventures and cherished his position 
in that television show called ‘Captain 
N’. This conversion is excellent, 
straight from the music to the graphics, 
it just can’t get much closer or better. It 
is challenging and will maintain your 
interest for some time to come. Even if 
you have the NES or Super NES games, 
consider this anyway! Capcom has 
been around long enough to know 
what a hot cake they’ve got on their 
hands. This is simply a must for any 
Game Boy owner with the intention of 
leading a meaningful life. 








GAME BO BEssl Fay 


} ee os ke 












This game came out in | 
Japan four years ago and 
I played it constantly for 
a week when I was stuck 
in a flat in London during 

a month of glorious 
English rain. Well, | 
finished Mega Man long 
AND R EW before the clouds parted, 
but I don’t think | want to play it ever 
again! It’s one of those games which is 
fun and challenging the first time you 
play it, but once you know exactly what 
to do it becomes boring. Fortunately the 
pass codes prevent repetition, but it 
doesn’t make for a long lasting game. 
The control over Mega Man is just like — 
the old NES games from which it is made, | 
with pin-point accuracy and timing being 
the order of the day if you want to see 
the next level. The encounters with the 
bosses inject a short sharp burst of 
adrenaline into your system as you 
frantically scramble to discover the best 
attack strategy. Despite the short term 
thrills and high level of difficulty, there 
really isn’t much to Mega Man in the way 
of lastability and it shouldn't take more 
than a week or so for you to crack it if 
you’re persistent enough. 
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defeating particular enemies and gaining their 

Are] oLelaM leh ate Am Lele lamele\Zeliliolet-Meleloll ary me) | n\-1e 
as many foes are more susceptible to certain 
weapons than others are. As in Mega Man’s other 
adventures, once you have defeated the end-of-level 
bosses they surrender their special attack techniques 
to Mega Man, thus enabling him to use each of the 
power suits for his own purposes. There is a catch, 
however, for when using a special suit you have an 
energy meter which decreases each time you use that 
particular attack. Along your journey are power-ups 
for replenishing weapons, so if they run out, don’t 
eel altel 

Electroman - Go to this level first as he is probably 
the easiest to defeat. Simply use the standard Plasma 
Cannon you're issued with initially and pump some 
serious lead! Electroman’s powers produce a big 
surge of electricity which wipes out enemies in all 
directions. 

Iceman - Use the Electroman skill you received 
earlier and defeating Iceman should be as easy as 
convincing Fat Boy to go to Joe’s All You Can Eat 
Pavlova Bar! With Ice Man’s power, Mega Man 
induces an ice blast which will temporarily freeze his 
enemies in place and will also freeze the lava flows 
in Fireman’s lair. 

Cutman - Use your fire-fighting technique and 
Electroman’s ability to be rid of the dreaded Cutman 
for good. Cutman’s blades arc around in front of 
Mega Man destroying everything in their path. 
Fireman - Fireman’s only weakness is sub zero 
degree temperatures, so use your ice blast and his 
devastating attack shouldn't be of any great concern. 
His skill projects a fire ball and briefly maintains a 
fire shield around Mega Man. 

Levitating Ability - Known as ‘The Carry’ this is 
absolutely essential when trying to acquire those hard 
to reach power-ups and enemies. This is only 
received upon completing the first four of Dr Wily’s 
evil cronies. 








REVIEW 









GRAPHICS 
A Sharp, well defined 







V The age old problem of 
- flicker rears its ugly head 
when the screen has lots of 
baddies on it, but this 
| doesn’t happen too often. 








SOUND 


A Yet again, a precise 
conversion and it doesn’t 
sound like the usual garble 
pumping out of your Game 
Boy’s speaker. Even 

| better with headphones. 












PLAYABILITY 
A Pure no-nonsense 
i with heaps of 













LASTABILITY 


A Tough and challenging 
at first... 

YW ...but over all too soon 
thanks to not enough 
levels. 











OVERALL 
Mega Man is just 
as much fun on the 
- Game Boy as he 
ever was on the 
NES, and the 
quality of this cart 
is top notch. 





was 3 



















Before Akira, Andy Frain had never 
seen any anime, so it’s not surpris- 
ing that the epic film by Katsuhiro 
Otomo left him gobsmacked! Since 
then, his interest had become both 
personal and professional; he went 
on “a path of discovery” as he puts 
it: going to Japan, meeting people 
and finding out more about the 
genre. He formed Manga 
Entertainment in England in 1991 
and started releasing titles. Recently 
he attended Sydney’s OZCON and 
gave a talk on an anime panel 
which included Amos, our resident 
anime-head here at NMS. 
Afterwards, tape recorder in hand 
a-Muitelivele t-te MoM tae) a= 

an interview with 

the chap... 


NMS: What is 

your criteria when 

you first choose 

titles to release? 

Andy Frain: Well, 

Akira was just amaz- 

Tite MelareM Mio lali-xe Mo) 

release mostly action orientated, hi-octane 
science fiction and fantasy titles. So whilst in 
Japan | picked up what | thought were the 
best titles around at the time. 


NMS: Was Urotsukidoji - Legend of the 
Overfiend chosen just for shock effect? 

AF: Yeah, in a different way to Akira it was 
like nothing I’d ever seen before! | certainly 
thought it could be successful, largely 
because of its shocking content. It’s probably 
the least defendable title we’ve released 
[laughs] but then again, it’s in which context 
you look at it. From the start, when any jour- 
nalists writing about our releases said “car- 
toon”, our press office would call and polite- 
ly ask them not to use that word to describe 
them, as some were clearly for adults. 


NMS: Do you plan to publish manga? 

AF: We already have. Manga Publishing 
plan to release not only Japanese stuff but 
European and American comics as well. In 
Japan there’s a strong link between manga 
and anime - it’s important from both a fan 
and marketing point of view. A manga is 
published and, if successful, an anime based 
on it will appear some time later. It’s great 
for fans and also beneficial for us in terms of 
our co-productions with Japanese studios. So 
Ae ota MoM uel teloMeliteMint-Mellelf-vors 


Co ne 
v 


likes it, that’s going to give us the confidence 
to invest maybe several million dollars into 
an anime production over there. 


NMS: In Japan, animation budgets are 
efedare me (onwaamelale Minl-1k-MMo Ml Co) MOM) ile] <1) 
continuations of popular anime from the past 
like Macross because there’s already a fan 
base. So with your involvement in co-produc- 
tions, do you see more adventurous works 
being produced? 

AF: |t became clear early on in my trips to 
Ate} Xela Mm stelmist-MelaliirelicelaM exelel im ZeROnZ- 1s 
nobody was prepared to commit Akira level 
budgets to productions anymore. I’m not say- 
ing that more money makes great anime, but 
with budget limitations - especially in anima- 
tion - there’s no possible way you can ever 
produce a film that’s technically as compe- 
tent as Akira, even with great people. So the 
idea for co-productions was there from the 
start, provided we were able to achieve a 
certain level of success to enable us to invest 
that sort of money overseas. To do this we 
also have to develop other markets for 






Japanese animation internationally. 


NMS: There’s been an uproar from anime 
fans lately after an interview with your US 
branch's president, Marvin Gleicher, in 
UII lxe MAA Le¢ [64] 11-Mm m= Ma e]| <-Xe Me] ofel)| 
changing the music of Manga Video's future 
anime releases among other things. 

PN Fim d-to] aM iat -1¢- MeL MoM (ol Mol milhitlate -leciclaten 
ing there. I've felt that if there was a weak 
link in anime that we’ve released, it was the 
music. In some cases it’s great, like the 
soundtrack to Wings Of Honneamise and 
Macross Plus, we wouldn't dream of chang- 
ing them. But in other cases it isn’t. In Japan, 
unless you collaborate with a record publish- 
er from the beginning of production, there is 
no music budget. As a result in these cases 
the score is often appalling and sounds like it 
was done with cheap keyboards, and pro- 
ducers or directors we've talked to are very 
positive when we suggest changing the 
music. Space Adventure Cobra is over ten 
years old and the soundtrack was very “in” 
at the time, but it sounds like elevator music 
now, and | wasn’t going to pick up the rights 
unless | could change it. Fortunately | met 
Terasawa in Japan because we’re working 


with him on the new Cobra feature; | played 
him some tracks by Yello which | wanted to 
use and he thought it was great. 


NMS: Will you be releasing soundtracks? 
AF: Only where there’s a market for it 
beyond the otaku (hard core fan), who can 
always get what they want via imports any- 
way. We're not against them at all, but we 
can’t run a business just for them. We do lis- 
ten to their comments and certainly there 
have been times I’ve been swayed by what 
they've said. So | don’t feel bad about some 
ef-te) e)oM e\-M ve e(-]olghZcle elie Miteler-Miil-Mel (ol <0) 
don’t feel bad about us trying to expand the 
market. 


NMS: What big releases can we expect 
from you? 

AF: We may do Street Fighter (the anime 
version), it depends whether Columbia 
Pictures get it. It's an extremely highly brand- 
ed and well known property and | think it 
will not only attract anime fans but an entire 
AI-\uVae [KelU) oe) of-To)0)(-Me 7-1 MEM -Mete Ties 
duce them to the other 
anime along the way 
ike] morolU](e Ml o-MC=Te] IN 
exciting. 

From Katsuhiro Otomo 
there’s Memories. I’ve 
just seen the final cut 
in Japan, the sound 
Nek Y(c1m (oll o- Melo e(-X0 
but it’s just incredible! 


7M, Otomo is the overall executive director, 


but the feature is split into three short 
films, two of which are directed by oth- 
ers. The standard of animation is extraordi- 
nary - it’s way past Akira! The last part, 
called Cannon Fodder is directed by Otomo. 

It's an amazing piece of cinema work in that 
he made a film with with just one cut! 
Originally it was three minutes long and it 
ended up being twenty. It’s one shot that’s 
continually moving with some of the hugest 
Solel col celtlale lM -N7-1m olkele ete M olm@elaliutelifona) 
Hopefully it will be out in September. 

Buichi Terasawa’s new Cobra adventure is 
in the design stage at the moment; that’s 
going to be great and Ghost In The Shell, 
based on Masamune Shirow’s manga is 
going to be absolutely amazing! The manga 
is very complex; hopefully the feature will 
retain its depth but also satisfy someone 
WIM Mell -meli Melo ifelan stele <-toMatel- MAAN CEI 
erally working on the script with the director 
right now, refining the English translation of 
the storyboards done by Kodansha [the pub- 
lisher]. Both those titles may be released at 
the end of the year. 
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RECOMMENDED FOR 


MFNIIMIFVFI VIO! ENCE 


After tearing himself away from the 
latest star in the anime firmament 
lining up to be interviewed, Amos has 
deigned to peruse the latest releases 
on your behalf. 





MACROSS P 
Manga Vide 
Shoji Kawamori, the director of the Macross 
movie Do You Remember Love? , is back at 
the helm for this four part OVA (Original 
Nite Yo Natiuiteliteya) RS cUll-smelate MILAM oldll ite lata haze 
ace pilots, Isamu and Guld, are in hot | 
competition as they test new mecha from 
different companies vying for the contract to 
produce the new generation of Valkyrie 
fighters. Their mutual animosity isn’t helped by 
the arrival of Myung, producer of the hottest 
computer-generated pop star to sweep the 
galaxy; the three were friends but a traumatic 
ENUM rere Me (ike Zxe Marcia exon em (elite Rete [omn Avall 
this reunion merely create more ill feeling 
between them? 

Kawamori delivers once again; a battle 
sequence early on is nothing short of eye 
popping and the attention to detail in the flight- 
test. sequences are meticulous. Hardly 
surprising, since Kawamori frequently visits 
America for research and for Macross Plus he 
Kote) Mell fore) aa lattie -Meverxe ole] fom o)(el team Lal— 
CTC EMe Mem alle AMielire(elce Mela Min-m olla 
acting’s pretty good too. Wicked computer 
graphics have been mixed with cel animation, 
and unlike some other anime the old and new 
techniques work very well together here. 
SYeatste stm celal ehiitemutcreatemeretol mel MinteM-) (cites 





5 AND OVER 


that had made Macross such a big hit in the 
80s are all here again, but that’s not to say 
that this series is a mere rehash of the old - far 
from it. Buy this now and see for yourself! 


NINJA SCROLL 






The trailer for this b e away at OZCON 
and the rest of this anime is jaw-dropping, to 
say the least! Having already created some 
excellent anime set in the near future (Wicked 
City, Cyber City, Midnight Eye) and in the far 
future (Lensman), Yoshiaki Kawajiri takes us 
back to Feudal Japan for his latest action-fest. 
A mysterious plague is sweeping through the 
Kol linveiie(-Melie MoM] lele(-MiteeMellx-teleh as ol-t-18 
wiped out. A ninja team is sent to investigate 
but are ambushed - only the beautiful Kagero 
survives, saved by Jubei, a wandering ninja 
for hire. He is in turn unwillingly hired by old 
man Dakuwan, a government spy 
investigating the activities of the Shogun of the 
Dark who wishes to topple the Government. In 
their travels to discover the truth behind the 
plague they must fight the eight Devils of 
Kimon - warriors possessing demonic powers 
orate elke (-1k-Xe co 4] 1M IULo\-Tmelare Mexolii] Leland 
Kawajiri’s anime has always been very 
cinematic and Ninja Scroll is no exception. 
There's plenty of close ups, clever editing, 
fierere Walle lAlilale M-lKLeLCMe Live me Eile IN i— 
character designs that make up his style. The 
plethora of clan names thrown at you make 
the more intricate aspects of the plot confusing 
at times, but sporting fighting sequences that 
put those live action ninja movies to shame, 
plenty of gore, some very evil characters and 
of course the magic Kawajiri touch, you must 
buy this now! 


AD POLICE Parts | 1, i * 3 
Manga Video (TBA $29. 
BYory-Ye Mola Mla\-Muirelare leno) ail 
set in Tokyo 2027, this anime focuses on the 
potential problems created by androids (or 
voomers as they're called) in a 
technologically-advanced society. When 
ordinary cop Leon takes out a crazed voomer 
holding up a bank he’s drafted into the AD 
el fer WOM \-tel(o] MULTI AC-1MU] OM COM Cel < Maelo 
non-human crimes. There he’s teamed up with 
Geena Morris, a fiercely efficient member of 
the squad. Together they uncover an illegal 
business resuscitating decommissioned 
voomers and giving them sexual impulses to 
ahem, serve their owners. Unsurprisingly, the 
extra strain on their biochips has been driving 
them insane! 

The attention focuses on different people in 
the other episodes and deals with the ethics 
of replacing body parts with cybernetics as 
well as questioning how far scientists can go 
in their research to create “a better world”. 
It’s a violent and dark piece of work that 
could've benefited from a higher quality of 
animation. Sure, it’s got intetesting ideas, 
but when it’s on a shelf next to say, Cyber 







City or Black Magic M-66, | know what I’d 
RelUT-TaRZeloae 


LEGEND OF T 
Parts 1 & 
Manga Video ( 95) 
Hajime, Tsuzuku, Owaru and Amaru Ryudo 
are orphaned brothers like no others. They all 
possess superhuman powers and speed 
(Owaru can skate faster than speeding cars!) 
and they even occasionally share the same 
dream ... spooky. Yet they still need the help 
of perky cousin Matsuri to get their butts out of 
bed in the mornings and fix them breakfast! 
Ominous bad dude Mr Gozen has taken an 
interest in these lads lately. First he tries to 
kidnap young Amaru and when that doesn’t 
Wield @miiteliMelxersite nl-tehiUlt-Smelr-Muirele(-re 
encourage the brothers to work for him. He 
believes they are descendants of powertul 
dragons that have taken on human form - 
could the Legend of the Dragon Kings of the 
Four Seas be true? 

In terms of animation quality, this lacks the 
visual punch of other titles around - the 
direction didn't blow me away either - but the 
story unfolds in such a soap opera-ish way 
(and at twelve parts, it can afford to!) it 
sucked me right in. There’s still action 
sequences, explosions and all that, but in 
between is quite a touching tale of four 
brothers sticking together no matter what 
obstacles are thrown in their way. | wouldn't 
buy it, but it’s certainly worth hiring. 










GUYVER D 
Manga Vi i. 
You'd figure that after the last episode, 
Chronos had truly been finished, with that 
boss with the spooky eyes and bad hairdo 
plummeting to his death and the HQ levelled. 
But no! That's just the 
Japan branch. Under 
Mount Minakami more 
sinister things are going 
on, with Dr Balkus 

re) alate RecolalixelMelmlalLive 
Sho’s dad and Mizuky 
have been kidnapped 
oT ae MoM ice] one kM ol-( 1-1 
for the Guyver. Do the p h 
good guys have a Ea ay! 
chance, even with the 
help of new gun-toting 
friend Masaki? 

The character designs 
Ren {-Meitelavel-to Mile LLIN A 
iitem Coxe cmuleren 
younger as a result), 
orate Mint-Melaliuirelicenn 
quality’s dropped a 
tad, to my mind. Fans 
will undoubtably keep 
with the series, but if 
this hasn’t impressed 
you in the past there’s 
no reason why it should now! 











JUNE ‘95 





CHROMIUM MASTERPIECES + CLEARCHROME® - HOLOBLAST™ CARDS 


iuSh Tel: (02) 353 9911 


el: (9) 443 0245 





iol 





tt spmnee 
Cae | 


MASTERS 


Oo 


Peis 








r 
















MARVEL, ALL MARVEL CHARACTERS AND THE DISTINCTIVE LIKE- 
NESSES THEREOF TM AND © 1995 MARVEL. ALL RIGHTS 
RESERVED. DISTRIBUTED BY FLEER CORP. 


SdIUAS AJUNIVNOIS T10d G109 - squy WNIWOYUHD AIM NIQ1O9N 
















Or a 
ie 


ing does suck. 
P.P.S. Of course, the Amos 











start with Shang Tsung 
and when his energy is 

) half, or half the round is 
over, he could morph 





: into M Bison. So now 
a B you have a solution for 
. wei f it, = can make the 
na ae me, so-pledse do it. 
Grandidge of 
Newcastle, NSW 

| this lfier i will meee lie M-TeLm elUB 
DEAR LORD FAT BOY ,.. Cag 


Firstly NMS-tules blah, blah, blah. Tk 
other day when/t was flicking through 
some of my back issues of NMS, | saw 
in issue 19 that you had your gold-plat- 
ed-Game Boy with you when you.w 
kidn@pped and taken to the fatéfarm. 
Well do you have a gold plated NES 
or Super NES? Secondly those lonely 
hearts that are so desperate that they 
have to get their names put in the 
world’s greatest magazine of all time 
“Feally suck. Can | have your auto- 
graph®Publish this letter or | will never 


Well David it sure could be 








ve sent a lot 
of letters to —_ 


buy your magazine ever again! you and 
Yours sincerely and hopetully.always Skull, none 
buying NMS of which 
Ryan Carrucan you have 
East Doncaster, Vic printed. I’m 


P.S. | know, | know ray ha 
also sux! 






. ee inning to get 
orchedsthat I’m 
posting them to 
the wrong 
address or some- 
iallare PansYomol(-ro ht) 
print this letter or 















Curry Muncha 
Casterton 


services to the gaming Gilcciry 

(and a deserved accolade at 

Ay Pact — As for the sad 
that. 






ee sit 


wish to aecuss. 





ill have noticed this month’s Mailbag 
d theme is hot a. ieee ty 


the Bar B-Q Tool) for a a sanger 
background for next month’s Mailbag. If 
sh your letter to reside among pav 















“letter in theshallowed pages of P.S. You should have an NMS sub- 
NMS..I?’s a pity i it wasn’t more scription. 
interesting. _ ; P.P.S. Publish my letter 


yo print this] 


each. For the third ei _ bs 


fore foal! a teensy copyright _.«@e 
ace a 
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(And Tactics, | have 
s of Tips And Tactics 
ave been published 


about your J 











HUGE pictures, like in sect 
1994, issue 18, that big Pica f 





NSW 2000. rept 





-m P.P:P.S: @ else I'll stop Bading your 
DEAR FATBOY ™~ mag! 
I’d just like to say that Mary rules, 
because she has Dr Martens and that 
3Mais the ction! person | know and 







I believe that we’ve just 
graced by a lette 
Einstein of our? 
Games World 


Yours sincerely 





magazine and, as s such, they 
run on different game release 
dates to the ones we have here 
in, Australia. With our reviews 
we try to walk a fine line 
between release dates of 

ava. 








to get nonin | as a sex pire she 
should take photos of herself naked 
and send them to me. 

P.P.P.S. How about a guide 
Battletoads in Battlemag 



























someone » has to read it to you), 
we run a mixture of reviews of 
games available locally and 
those which are only ae ble 


will find him in issue 4. You can 
waffle on all you like about Tips 
And T actics but if you continue 


that tells you who does what on 
the magazine) and is always 
found on the Front Page, next 
to my monthly words of wis- 






DEAR FAT BOY = _ 
lam disgraced at your 
uper NES reviews! 


They are so far 
behindlal was reading 










Fe |. can get an issue 
co) NMS Tate Rell 

















newsagent 
person in 
Dinosaur 


Slate) he 


December 
issue 21! Plus they 
a atere} Mighty Max, and you 
toro Mi miaMm(elaltlolay 

"<= 1995 issue 22, 
and they had Bubsy 
| | haven't even seen 
3ubsy | reviewed! 


aRelumel ome (ellie momolke] ¢} 








game to_make so he’s 
never got the shop 
open. (Why does Mario 
close the shop? Why 
doesn’t he trust us2) 
Which takes me to my 
point when am | getting 
TNAONAAN Mele lil-CAPAcl 
all | am loved by many. 
So, this time leave 
WileliteMel Me) mimelite Mell 
the other boring $6¢Sm, 
out of it too. And 
itaciile(oM aid W) = put 
me on the Ultra 64, | 
itelce MI MERU INA [evere| 
from what b’knéw,.but 
you probably knew that 


‘olel- Me leler and | would eee. 


have too if Mario had 

cared about poor dinos out there like 
me who don’t get their NMS on time. 
Oh yeah, and a big hi to Joshi my 
cousin (I’m gonna get a game and you 
ele Wal-tall| 

Yoshi 

FS, Your Gh droid (who drew me stu- 
Bidly if YOUrpester) sux! 


would have thought that 
Marie.was too busy to have 
time 6 run the local 
newsagency but there you go. 


DEAR FAT BOY 
| just wrote in t6 tell you that you are 
doing a great job 
know). In issue 24 | read that the origi- 
nal creator of Ren & Stimpy was 
sacked. | beg you for ee Wh 


(ielmitolm Yell Melotimi 


Timerere(- 
ave Ren & Stimpy, where yOu 
sl-Belolel-MelaleMe(-aiielatelitic- 
aa fai send it to 
Nickelodeon. 
Also compé@titions 
where you have to cut 
st entry forms re soap PISS 
0) gat Bec ause once 
you cut it out, you 
realise there is some- 
Ullve RolaMint-M oelel ate] 


© 


‘hes 
nae 
as 


The Future - what lies 
ahead for Fat Boy? Will he 
become Fat Boy Alien? 
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you really like. So | am 
MUere(-Yiilare Mitel Zell 
AehieMeMerells\eiilitela 
page that has got entry 
forms en One side and 
is blank. on the.other 
side. 
axel Zetia elie le (esti 
pain in the butt 
K-Ualialelaies) exeleelecelii 
eruiteya)) 

P.S. Sorry but j 
y ort a 











food, it was 


e[elalale moves) mails 


an extra $10.00. 


When was the 
last time that 
anyone asked 
you to send a 
coupon in for 
a competition 
in this maga- 
zine??? Fool! 
However a 
Save Ren & 
Stimpy page 
is not sucha 
bad idea... 


DEAR'FAT BOY 

There are some 

very important 

questions to me 

and probably 
“me readers. 

ie); Sunday, March 26 © “Wannel 4 
compiled a report on supposed e ye- 
strain and vision problems with video 
games. | was wondering if you could 
put a couple of pages aside for the 
facts concerning this little problem i.e. 
battling Channel 7's debate? 

2. \In issue 25 you mentioned some 
Soli Mol MAT ell Melefel MeN TVA, (litem 4elat 
using Silicon Graphics Workstation- 
rendered graphics. Should the people 
who still haven't bought the origingd 
yet (yes we are sinful) hold out till fils 
one is out or should they run out ight 
NOVACHOM UV ACKeCl MMT Ke! ol 
this second? 

















1 reply soon. 
as Wimble 


Well Nicholas, wehayve alredtly 
devoted numerous pages to the 
follies of the: mainstregifiedia 
in theif coverage of video 
games, so your letter just gives 
me a chance to sound off on 
one of my favourite subjects. 
Most coverage of video games 
on TV or in newspapers is ill- 
informed conjecture written by 
people who probably can’t 
use a toaster without tech- 
nical assistance. That’s 
about it. ° 
As for Mario Kar?, if you 
don’t own a copy of this _ 











game already you shouk 
hang your head in 
shame! 


Sc ASRS Nh tah aa a Ard UL LG cS 


oy ~~ figuring that we'd send him 1] priz eC. 


a 
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DEAR FAT BOY 

In issue 25-a person called Peter 
Aca dis MIRONLIM eve Kercye le] (c¥an Atel (elite! 
wrole in asking about a Street Fighter 

lll, Super Version. Well. | saw the 
elut-Melelil-wan AelVanvel(e MI MUVeEM slice! (cf 
How would you know? You didn’t see 
it, 

Well, | was there the other day and | 
saw the box, | picked it up and did not 
go blind. On the back it said “Capcom 
sj; / Wade] CoM stele Maem inliciteloistvel 
Of Quality. So it is not pirated. | am 
Tel VeURCKMViKCe LMR | iclecm Zell 

. you ... you @ Amos-loviig, Mario- 
hating pile of elephant faeces! 

You better arin this letter or I'll pep 
you!| 
Buddha Man 
iKelelzeTe I PAVATo 
P.S. Can anyone there bed): 18.76 
for Easy Ride on Stunt Race FX? Can 
they huh, didn’t think so! 

P.P.S. The Street Fighter game is.pfeb- 
ably an American version orgome: 
thing, 





Jason Lai’s Junior Yaksmen Club 





Jeremy Brown of Forbes, NSW. 


P.P.P.S. If YOU don’t print this, it’s ol gele) 
ably because you're gutless and don’f 
like to be proved wrong. 


Well here we go ... 
again. The Street 
Fighter III] you saw is 
NOT a real Capcom 
game. Does it not 
occur to you that if 
someone’s happy to 
pirate a game they’d 
have no qualms about 
copying the Capcom 


Lucas Parsons of Happy Valley, 
SA supplied us with his address 


_He was wrong but we liked his 12) " 
. ere it. /\, \ 





st impressive. Very, very nice work from 


logo and Nintendo Seal Of 
Quality? For the last time, there 
is no Street Fighter Ill game 
PeWeliie]+). Weim Talictite leo 


DEAR FAT BOY 
| have pier ed t Yetsiate) ales ete about 
who Tfellh send YOU to ¢ elaale Sléb, 
elie Mis olivate MateleMeteliitee elele Matos 
lt was from one of your own. In fact, it 
was Amos Wong! Yes, he has been 
exposed as the lowlife scum he is. 
Think about it, Mary said that a letter 
fore [nals through from someone in the 
office latelal alate! him or her for entrust 
ing you into Camp Slob. But how do | 
know that it was Amos Wong? Well 
it’s like this, we all know that Amos i: 
OEM lel el elMe Mit MiehauleliMetem Mileltitcte 
that he was jealous of your popularity 
and to get you out.of the way he got 
Camp Sl6b.to take VZelt me hice ha | now 
Colm omits acelics Aelate MiteNiomelctetle ele Rte 
stay anonymous iolmele\lelllr-leltel Li 
Anyway, | was wondering, can | have 
eere) 8) of back issue 182 
The Detective 
Somewheré’ in Aust er, id. 
P Sudfave a Super NES Pelite| 
*T think that all the specs and 
bits and bytes and megs in 
the world don’t makea good 
games system, good games 
that use those : 
don't go and By the Ultra 
64 because it’s 64 bit, buy it 
because of Killer Instinct. 
P.P.S. How much will the 32- 
bit portable Virtual Boy sys- 
tem cost in Aussie dollars 


¢ pe csc do, ery 


| have already had 
Amos in for questioning 
on that very subject. _ 
However | believe that 
although he has the 
motive we are in fact 
talking about someone 
who has been known 
to not be able to get a 
game cart out of the 
box without assistance 
- so somehow | don’t 
think that he’d be capa- 
ble of arranging @iy 
kidnapping. Thessearch confin- 


— 


ues. 


fe i ie 


eo use 37 $34 i 























ned . it? 


vider game babe for sure, 
right, she does have « a nice 


Ury- me Summon a 

















subdue him. 
When he is sub- 





PY actors I’ve 
never heard of. —— 
3..No, there isn’t 
4. It never made it past the 










you a. me I'll send you an Alien 


was olended a the sexist “—— 
Citizenship and a special Skull Visa. 


in Q&A, | for one am avers) pissed 








Nintendte After that ren 4 a few 
games ... and je n my Mega. — 
Drive! | have ne ed back since. 
Anyway, here sstion: Will 
there ever be Doom on the Super 
NES2 | have played the PC version on 
a friend’ s computer and loved it. All 


halinente You w 
| On to some lighter issues then. 
| 1. A while a po eas was.a pagan 









“ae z in Dsv2 
oo = Justi ) Patterson, 


seallywag plotting the trutk , the tae tl uth hit hothing 
tic domination. but the truth, so help n me Mario.” 
PS. lam not some spotty, snot nosed 








“is —omluopt more than once in 
this month’s Q&A pages. No, | 
Doom will not be er) the | 


Join me in DSV 
Why certainly! : 
Consider you! 
enlisted! 





50 NMS 


because in a few months I'll be 18. 
Cool huh! 

You'll be happy to know that | buy 
NMS every month and | think it's 
great, blah, blah, blah. Anyway, | 
hope you liked my envelope drawing 


of Cammy. I'll be sending you an orig-- 


inal drawing of Kitana next week and 
other such original drawings every 
week thereafter until you get sick of 
me! 

Why am | doing this you ask? In issue 
#24 you were asked by one Dick 
Farren which of the game babes you 
liked most and, well, my Lord, you 
really put your foot in it by promising 
a game to the owner of the sexiest 
drawing, didn’t you? You had better 
honour your promise or you'll have 
some very pissed off readers and 
artists, | can tell you! 

| didn’t find the suggestion sexist at 
all, although being a girl | should. As 
far as artistic talent goes, female char- 
acters are my speciality. 

Well, | think I've wasted enough 
space on your page so I'll close by 
saying | love your page so keep up 
the great work! 

— Tracie (alias Elmo}, 

Townsville, Qld 

P.S. You can keep the drawings! 
P.P.S. You are nice, aren’t you? 
P.P.P.S. You'll hear from me again! 


A Skull: Bored in 
Queensland, eh? That’s no 
good! Oh well, happy birthday, 
| hope you’re having lots of fun 
now that you are no longer a 
minor! 

Yes, I will be giving away a 
game (a good one - DSV 
approved!), but not until next 
month (or the one after) so 

there’s still time to send in 
more entries. Anyway, I 
liked your pic of Cammy 
and I’m looking forward 
to hearing from you 
again. And now 
another letter which 
arrived in a Cammy 
covered envelope... 


Q We all know that 
because of the difference 
in the Hz frequency 
between Australian (Pal) 
olsTe MON Melalo Mo] elo] aeXs- 
(NTSC) TVs our Super 
Nintendos run at a 17% 
io otto Mt of -1-Yo Melavo MY-Ta fore] 
screen height. My question is what 
is Nintendo doing about " 

this problem for the Ultra 

642 | sure as hell don’t 


want to be playing 
Ultra 64 games at 

17% slower speed 
than they were meant 
fold ol Meloy Z-te Me] Relate! 
with ugly black borders 


at the top and bottom of the screen. 
— Curious 


APT +e 








A Skull: You 
have raised a 
very valid point 
and one that I’m 
sure has been 
buzzing round in 
the back of many 
people’s minds. 
Nintendo 
wouldn‘t/couldn’t 
give us any accu- 
rate information 
on this subject as 
these details are 
usually left to last. 
Nintendo will be 
concentrating on 
getting the Ultra 
64 out in Japan 
and the US first, 
and then worry 
about making the 
Pal version to 
Australia and the 
UK. Hopefully 
they'll listen to 
your worries and 
make the Pal ver- 
sions every bit as good as the 
others, as the Super NES has 
suffered much criticism for the 


_ squashing of games, especially 


those such as Street Fighter Il. 


Q To Skull. 


With the mail art, | don’t think it’s sex- 
ist and I’m a girl. If my brother and | 
win, we would like Syndicate. 

1. Do you have any more info on Ultra 
64 games? 

2. | have heard that Ultra 64 games 
will have approximately the same 
price range as Super Nintendo 

















A portrait of my lensioring Shigeru’s paitl 
ravishing wife by formance with games like __ i 
David McDermett of Pilotwings, the end result will be © 
Chatswood, NSW. = very special. Akira has been __ 
Q&A 


, A Skull: 1. As you know, 










Here’s a picture of me in my stress rebel booth. nw was bravely Mostrotad aad ‘Nat ge 


games, do you 1 know oft this to be true, 


or not? 

3. When will thi Virtual Boy be 
released and at what price? 

4. When will the digitised version of © 
Street Fighter be released i in the 
arcades? 

5. Will Killer. instinet be released at the 
same time as the Ultra 64, if so can 
you put a play guide in NMS2 

| have been told that the Ultra 64 is 
being released in September for 
$400, is that awesome or what?! 


— Sascha and Daniel ae oe | ; 


Wallbridge, 
Eastwood, NSW 





| Killer Instinct, Cruis’n USA and 





- Doom have already been | 
. announced for the hom: Ws jel 
. sion Ultra 64, but there 








literally hundreds of — 
games being worked on 
by the myriad of soft- 
ald de signed 





until the 4 of the 
Ultra 64, but there are 
some interesting 





One is that Nintendo game 
guru, Shigeru Miyamoto, is 
working with Paradigm 
Simulation Inc, an American 
company that does graphics 
work for Silicon Graphics. Word 





is they’re nn a real 


3D flight sim for the L ts 
peat been sbaclacalt ‘alt 10 











ting scraps of — fin 
information floating around. — 








shelved for the 
Super NES and 
slated for the Ultra 
64, and Earthworm 
Jim 2 will appear 
on both formats. 
Look, there’ll be so 
many sequels and 
updates of existing 
games you won‘t 
know what to buy! 
3. A release date 
_and price for the 
_ Virtual Boy had 
announced for 
Australia. 
| 4, It should be out 
5. Yes. Done. $400 
is a guess based 
on the $250 price 
tag for the 
American release, 
and Australia 
probably won’t 
see the Ultra 64 
until closer to ’96. 


e | 1. | was looking 


~ over issue #24 | in the Q&A pages and 


| noticed a very strange thing. The 


background, in some places, looked 
_ three dimensional if you stared at it for 


long enough. Was this done on pur- 


a ita freak of nature, or have 


my eyes been permanently damaged 
from playing too much Donkey Kong 
Country? 

2. Is there going to be a Mario Kart 2 
or is anything like it being made? I've 
already got Street Racer so don’t say 
that. In issue #18 you showed a 
screen shot of a game called Racer's 
Spirits, is it any good? 

3. Has the Ultra 64 got special poly- 


Ss gon chips like the Play Station and 


Saturn? 

4.| read in a Pommie mag that 
Nintendo has some 32 bit chips for 
the Super NES and were going to put 
them in games so they run faster and 
are at 32 bit quality. Is this true? 

— Paul Z 







freak of nature designed 
ermanently damage the _ 


eyes of Donkey Kong fiends. 





old the page even closer to 
nore subliminal messages! 

; you may have read in 

MS a few months ago, Rare is 

ently working on a full 

r red Mario Kart style rac- 

ing game. Nothing has been 

heard of it since, but it proba- 

bly won’t be revealed until it’s 

ready to be released. 


: _ 3. Yep, but much more special. 
_ 4. Yes, it’s an interesting 


rumour. Unfortunately that’s all 
it is at the moment - a rumour - 


_ as Nintendo hasn’t announced 


anything about it. But then 
again, they never do. 


RS 








as: 


NINTENDO RELP : 













e of fr > comics has certainly inspired an increase 
ut we ‘re “after quality, not quantity. And we need me 
| mean n only one worth printing this month!? 
can do better than that, so get cracking! 
Send your tips, tactics, hints and help to N 
South, NSW 2000. And don’t forget to 


because if your tips are pu 
know where to send i 


& 
% 
P 
1 








comic, and it helps us to 
ul! 
iL: i [te 











Ny Ralph 


eat 


missiles and 


the Mother 


Jeremy also tells : 
US that to Bh 


: 100% and the citizens mil 
soon rebel. | Now you can 


Wait! AE another — | | 
eo code, this i? : ) | 
= 


Ae 


4 





gives you tons of money, all the technology, 
chambers. It is: NDBBVWKKMB 
DESERT FIGHTER 


POWER UP A-10: Here’s a neat trick to 
boost the firepower of your A-10 aircraft. 


Take off and after the “Good Luck!” message © 


continue to fly straight without changing your 
speed. Fire one shot from your air-to-ground 


gun then immediately hold the X button until — 


the message “Super A-10” appears on 
screen. Bob’s your uncle! Your cannon now 
has massive destructive power and you can - 
fly faster. : 


Ae juickls be press 
Up and Select | 


all the weapons and almost fills up your cryo 
| simultaneous- 


and A quickly. If you 
do it twice you will | 
getbothkey. = 
‘GOD MODE: Go to the map. | 


miners in the Flame Mammoth 
stage, climb the wall on the left. 
Third sub tank: In Spark — ee 

dril 4 


ly. 


AMMO: To fill all 


your weapons with 
ammo go to the map 


and press R, Up, B a mining machine chamber ise 


the — ed Arr 


screen and | aes B, aa B, A 


LEVEL SELECT: 3 At any time 


= during the game {paused or 


s “ unpaused), hold Left and A 
__. for six seconds then press B, 


X, A, A, B, x, A. Done 


correctly, you will be taken toa screen gh) 
a @6=—s-_ from which you can access | pane 
7 any! level. This was 
“t _~sentinby Adam 
- Barker of Dee otul 


ai other = hana on he 
& hau level. After defeating ' | 


your evil clone t twin cs are 


Besar x ha cer- 


tainly proved to be | 


" —_ one of the most popu- 


lar games, with read- 
ers sending i in hints and 
- tips every day. One of 


those is lih Weng Chong of East Killat : 


~ NSW, and here are his handy hit = 
__ CAPSULE LOCATIONS: Runni a 
 beots: Middle of Chill Totty 


SUPER DROPZONE ae 
PASS CODE: Mark Muir of the ACT tells us 


that to warp to the snake boss you must enter — 


the code 41201018. 


WOLFENSTEIN 
CHEATS: All you Doom-deprived deviants 


Wolfenstein. But that’s not bad, is it? Gareth 
Anderson of Rosebud South in Victoria sent 


us cheats for a level select, ammo, and God 


mode. 


LEVEL SELECT: Hold the R button before 


turning on the Super NES or before resetting : 


the system. When the title screen PRne gS 


stage. 
Armour: On top if cave in Sting 


- Chameleon stage. 
Helmet: Near the bottom of the last | : 


big ladder in Storm Eagle stage. 


- Fireball: Go to Armoured Armadillo 
_ _ stage and get the power up above the H 


boss chamber. Exit and repeat five ti 


_ You need full one for the fireball to 


work. 


Full fire power: In Flame Noh 


stage, neat the sub tank, you'll 


: find a column from the ceil- 


ing that is made of blocks 


you can break with the 
ig improved helmet. This 
have had to make do with id’s earlier game 


leads to a capsule 


which will allow youto {4 
_ fire charged shots from ¥ 
_ theotherweapons. —s_ 
SUB TANKS: First sub 7° fC 
_ tank: Above the first group of ifs ina 7 2 
chamber in Storm Eagle stage. ze CY 
| aegnd sub tank: In the s section with , 

















_ oped /forward, 






ow vin roe BLACKHAWK 
- forward. LEVEL CODES: Stuck ona 
Mind of the Gods: level? Not any more! 
Forward, for- | Level 1: FBWC 
* ward/down, down, | Level 2: QP7R 


down/back, back. Level 3: WJTV 









| ‘Moves: Blizzard - Down. dewn/ — d, 4 : : | | bole Down, } } Level 4: RRYB 
_ toward + punch. a foored + A (quick- Level 5: ZSOP 


Level 6: XJSN 
Level 7: CGDM 
Level 8: TJTF 
Level 9: GSG3 
Level 10: BMHS 


Slide punch - Tap back three times then ly) 
punch. Peer 
BUTCH (Tiny) Code: Hold Lthen Press _ MICRO MACHINES 
X,R,A,X,R,R. TOP SECRETS: The original 
Moves: Dive slide - Back, 0 : 77 te NES version of this fine game 















punch. - gontained some rather interest- Level 11: Y4DJ 
Handstand kick - Back; down, [ ‘ing secrets, so it’s not surprising : Daan L275 CB?t Level 12: MCKD 
down/ back + kick. that the Super NES ver- a2ag0" Level 13: NRLF 
punch. | sion harbours them as ak see level 14: JOBZ 
well. : : Level 15: MJXG 


Qualifying Race - Level 16: K3CH 





ip Down, down/ — 



























Moves: Beck D Finish third on the boat 
back +kick. race then press UP, 
SPIKE (Goo Goo) Cole Hold R then. Select and Bsimulto- Fase } INVISIBLE TRACK: Not 
press X, B, B, A, Y, Left, A. | neously. When the [07.6 ot really a cheat, 
Moves: Rattle spin - - Down, seeny back, screen turns blue press more a glitch in the 
back + kick. - it Start and you'll have six lives. program, but we 
“Mummy's Girl!” - Hit punch bu te ns 1 Race One - Drive to the bottom like it! Select the 
_ repeatedly. ae eft of the screen where the box 2WD and go to 
THUNDER (Kangoo) Code: Hold west left of Toppies rests and pause the the Night Cruise 
then press Y,B, X,B,B,X,A. ==—_ game with the car parked in the circuit. At the start 
Moves: Slide kick - Down/b: back, down, bottom left corner of the blue of the race reverse 
down/toward + kick. square that is littered with cere- es to the right so that 
Joey uppercut - Toward, teward/down, _al. Here you will get an extra the 2WD’s nosevis 
down, down/back, back + kick. — dife.. icing the stadium where it passes beneath 
JACK (Octo) Code: Hold up then press Race Two - When your car takes off from — the fly-over. Power into the stand using a 
X, A, R, R, v, Al | the blue folder ramp, pause the game to combination of acceleration and boost. At 
Moves: Back flip - Down, down/ back, —_receive the extra life. the end of the stand press Left and L at the 
back + pu ich mF folp, back twice + Race Five - Pause the game with the car in same time. Somehow this allows you to tele- 
punch. — 7 the far left-hand corner of the track to enjoy port to a strange place where there is no 
Slide kick. vn, down/ back, back : - super grip tyres. | road, but it is still possible to drive around, 
kick. So Race Six - Pause the game with the car in but if you hit a:column you will return to the 
SARGE (Hoppy) Code: Hold X then the shaddow of the green ball, situated by surface. 
press L, L, up, down, left, down. the bottom righthand pocket to gain an extra 
Moves: Hand stand kick - Down, up + life. 
kick. Race Seven. - Park beneath the spout of the INVINCIBILITY: To render your battle suit 





oil can and pause the game for an extra life. invincible to enemy fire enter HVZSM as the 

‘Race Nine - See the footprint by the second password. 

pool of water? Park in the heel and pause CHEAT: This code allows you to skip levels 
the game and an extra life will be yours. ___ by pressing A, terminate the BMS with Y, 


Flying kick Back, towards + kick. 
To activate all at once hold L and X then 
press up, UP, sone: UP, uP sae 



















BRL j AL: PAWS OF FURY _ : 
USE THE LAST GUY: Tho'’s J EE — 
what Leon Sinclair of Kirwan 
says you'll be able to do if you 
follow these directions. On the 
title screen press X, A, B, A, 
Left, A. When entered you'll 
hear a tune. The last guy's © 
moves are as follows. 
Taunt: A + B 
Headbutt: A+R 
Smoke attack: Back, 
back/down, down, 




















































give yourself infinite lives and ammo with the 
R button. Magic! Just remember to do all this 
with control pad number two. CTGXF _ 
RE-FUEL: You needn't enter any seeds 
to get this cheat to work, all you have to do 
to replenish your fuel supplies is walk to the 
outer barrier and the mother ship will come 
down and re-fuel you. 


+e Down, Y, A,B, x. You should ar 
Daffy scream “Mother!” and you will have 













JURASSIC PARK 
0C99 54C0 - Infinite high ¢ power bullet 
0C99 53CO Infinite low pid bullets. 
0C99 55C€0 
0C99 56CO 
0C99 52C0 
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infinite spread shih? 
Invincible Dr ear 


MORTAL KOMBAT Il 
0307 A2FF + 












opponent. _ 
OFF FIFF - hel time. 















He 


RCLUSIVE | SET panaea i | NES 
REVIEWS 
eee ee WIM A SUPER: 


TIPS VIDEO 






Super 
Incredible 


Dummies. GUIDES: Str = > a Fa hy PRZEZ alk. 





























Fighter Il (St ser Man 
Zelda: A Li ario Bros |, 2 
(SNES). rassic Park (SNES). 


EVIEWS SNES: 
od : : _ John Madden 
Desert — g, Mai — ) | OA, Pac Attack, The 
Dson REVO? 5 | - Missing er Wi - hd nvo ion Of The PI 
ouae GE | | 
e Eagle. 
eet Fighter | 
it) a a. (SNES end Of Zelda: 
a | ap ik To The Past (SNES). 
ul, ; y 


' hoa & CHEATS 





























Srwing (SNES). 





REVIEWS SNES: 
Super Metroid, Plok, Shanghai, 
Secret Of Mana, Suzuka 8 
Hours. NES: RC Pro Am 2, Mr 
Gimmick. GB: Road Rash. 
a emming | we? § bY B: N : lle . eG GUIDES: Young Merlin (SNES), 
; FRR): f Zelda: : | €3= IDES: fe ace Fite | Zelda - Link’s Awakening (GB). 


EWS SNES: 

ns, Daffy Duck, 
arodius. NES: The 
e Rescue Of Dino 









“pester insidel , 
















































REVIEWS 
Desert Fighter, Jungle 
: gine F 
Persia, Mario | ‘neg. Ge Ff Zombies Ate My 
Madden Foc , i ighbours, Rocky Rodent. G 
Batman. Nay 1 eee Legend Of Zelda: Link’s 
House, The ao 6 : Awakening, Adventure Island 2 fd | 
Rock Treasur ng, Felix The Cat. GUIDE baceecrr: ink’s Awak ning | PLUS: 
Legend Of Z e Jetsons (NES): Parodius WS rer i i | 
The Past (S eis NES), Super Mario World 
- PANG NE S) / “TALE rh CAITY tH 



























R S SNES: REVIEWS SNES: \ REVI 
Alien 3, Super Strike Eagle, Tournament Fighters, Stunt Race FX, Sp 
os Shadowrun, Mech Warriors, Ill, Super Empire SOS. NES: Jungle 
iereaen Jimmy Conn k, R-Type Ill, Major Man. GB: Ms Pac 
. Bartman Vs. azer, Cool Spot, Art Kong, Tetris 2. G 













ES: Bubble Metroid (SNES), Zelda 
Cup Soccer Adventure. Awakening (GB). 
Two. GUI uper Mario Lost Vikings 


Land 2 (GB) ing wrun (SNES). 


REVIEWS SNES: 
Super Street Fighter II, Mortal 
Kombat Il, Eye Of The Beholder, 
Spiderman & Venom - Maximum 
Carnage, Super Adventure 
Island, Ranma 1/2 Ill. GB: 
Kirby’s Dream Land, Cool Spot. 
GUIDE: Zelda - Link's 
Awakening (GB). PLUS: Behind 
The Scenes Of The Street Fighter 






/REVIEWS SNES: 

, Ren & Stimpy 
Aladdin, The 
Flintstones - The Treasure Of 
Sierra Madrock, Yoshi's Safari, 
Fatal Fury, Rock “N’ Roll Racing. 
NES: Darkwing Duck, Mighty 
Final Fight, Jimmy Connors’ 
Tennis. GB: Garfield. GUIDES: 
Zombies, Zelda Il: The 


NBA Basketball, Tiny Toon 
Adventures, WWF Royal 
Rumble, Mortal Kombat. 
NES: Jurassic Park, Aussie 
Rules Football. GB: Jurassic 
Park. GUIDES: Super Mario 
Land 2 (GB), Starwing 
(SNES). 


sable 


| Atapoin “e mowry NA Adventure Of Link (NES). _ remanent. All Movie. 
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£4 tan? tier 









Yeah, yeah, yeah I’m filling it out. When you get it please rush me ...... 


copy/copies of what I’ve ticked. Okay?! DO IT NOW! Oh, do I get a FREE 


set of steak knifts with it or what? 
fe Se wv 


GET THE << ¥@ 
MUNCHIES © NMS 1 NMS 2 


NMS 7 NMS 8 


NMS 11 NMS 12 





sta So NMS 19 NMS 20 


Nintendo 


MAGAZINE SYSTEM 









NMS 23 


| 
fa 
NMS 15 [_] NMS 16 
ii 
_] 


NMS 24 








NAME: 


ADDRESS: 





STATE: 






NE SYSTEM 


POSTCODE: 
DAYTIME PHONE. NO 


a er cer ee ETE Ce NS ee 


Then send this form to NMS Back Issues, PO Box A305, Sydney South 
NSW 2000. If you don't want to cut up your priceless copy of NMS 


NBA JAM for the Eante Boy 


a 





then a photocopy’s fine by us! 


NINTENDO HELP syoTen 


SECRET CHARACTERS 

















Unlike the first NBA Jam the hidden characters in TE have their own 
A ail emelate Mel eli lit-smelateMelx- mate) 
merely replacements for the ENTER YOUR INITIALS FOR 
missing players. Entering the ini- RECORD HEEP ING? 

tials to reach the secret charac- 
ters in TE is something of a tour- 
nament in itself as the method 
used to access them takes skill, 
memory and plenty of practice. 
Pay attention and I'll explain the 
process. 
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or cnaltlon that the brilliant 
NBA Jam. except NBA Jam 





and ~ nag some. 


10, AD ~— 
More “gees mere 


et 





than wd belleve. 
And guess what? 
We’ve got them all - | 
hidden characters, 
extra power ups, the 
lot! And we’ve decided 
to share them all 


JUNE ‘95 


NINTENDO HELP ovoTen 











JOYPAD 
COMBINATIONS 





Snake Palmer 


Mike Muskett 


TEAM WILLIAMS | 





NAME NICKNAME INITIALS Ale) 4 -7.\ 0) 
COMBINATIONS 





John Carlton 








NINTENDO HELP ott’ 






TEAM MORTAL KOMBAT? 





ae are rumours that the cast of Mortal Kombat are 
hidden somewhere in the circuitry of NBA Jam 
Tournament Edition. Have you seen them? We want 
to know! 








QUICK HANDS (BETTER INTERCEPTION) L,L,L,L,A,R iss 





R, U, D, R, D, U 
B, B, B, A, D, D, U, 


POWER-UP 3 POINT % INCREASE U,D,L,R,L,D,U 








POWER-UP PUSH 








NINTENDO HELP S¥oTtn 


TEAM GELEBRITY 
















NAME NICKNAME INITIALS JOYPAD 


COMBINATIONS 





H Clinton 


Fresh Prince 


Cunningham 


Ad rock 


EXTRA SPEGIAL CHEATS 


To enter the following most secret of cheats enter the following code on the Title Screen: 


Y, UP, DOWN, B, LEFT, A, RIGHT, DOWN. 





CHEAT TO BEAT 26 TEAMS Enter END initials 





yA 
Hatta DLE. pine Bieta, Golbl DE ee 
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Last month NMS introduced you to the basic 
game-play elements of Killer Instinct, showing 
the spectacular results gained when everything 
is brought together with perfect timing. As 
we've had so many people asking for precise 
moves over the past few weeks, we're printing 
the pick of the crop for you. Over the next 
four pages we showcase the exact techniques 
required to execute combination moves, of the 
kind that make the hairs on the back of your 
neck stand on end! We've also a cheat that 
frees Evedol for selection as a human-con- 
trolled player together with an unbeatable 99- 
hit combo for the demi-god. Understand this is 
an on-going thing, so whatever else we hear 
has a place reserved in this section of the mag. 







ALL YOU'LL NEED 


Without basic, fundamental fighting techniques your fighter may as 
well apologise for his, her or its dismal presence and leave the 
floor. The following information may seem obvious, but the rest is 
useless without it. 


ORCHID 


"y 
4 


KILLER MOVES 
Ice Lance: Forward, Down 

with Quick High | : 
Floor Surf: Half-circle Away 


Laser Storm: Quarter-circle 
Toward with any High 
Plasma-port: Away, Down, 
Down-back with any button 





KILLER MOVES © 


Lasaken: Quarter-circle 


with Fierce High 

Liquidize (Uppercut): Half- 
circle Towards with Quick 
‘High 
Liquidize (Kick): Half-circle 
Towards with Quick Low 
Shock Wave: Half-circle 
towards, with any Low 

Cold Shoulder: Away, then 
Towards with any High : 


COMBO BREAKER: Away, 
then Towards with Fierce 
High 7 | 


KILLER MOVES 


Endokuken: Down, 


- Forward, Towards with any 


High 

Wind Kick: Quarter-circle 
back with any Low 

Tiger Fury: Forward, Down, 
Forward with any High 
Knife Swipe: Quarter-circle 
Back with Fierce High 


COMBO BREAKER: Towards, 
Down, Towards with Fierce 





High 


Plasmaslice: Toward, 
Down, Down-towerd with 
any High | 
Eyelaser: Down-Toward, 
Down, Down-back with 
Fierce Low 

Cyberdash: Away, then 
Toward with any Low 
Reflect: Quarter-circle Away 
with any Punch 


COMBO BREAKER: Towards, 
Down, Towards with Fierce 
High 





Towards with any High 
Flik Flak: Away, then 
Towards with any Low | 
Fire Cat: Away, then 
Towards with any High a 
_ Niguu Giri: Down-towards, _ 
Down, Down-back with : 
Fierce High . 
Ichi (Ni-San): Down- | 
towards, Down, Down-back 
Quick High 




















COMBO BREAKER: Away, 
then Towards with Fierce Low | 









Those who emerge victorious 
are encouraged to show no 
mercy for their opponent. 
Here’s how to do so with all 
characters, most of which have 
more than one to their name. 
Distance is very important here. 











TJ COMBO 

1: Half-circle Towards with 
Fierce Low 

2: Away, Away, Toward, 
Toward with Medium High 














JAGO 

1: Away, Away, Toward, 
Toward with Quick High 
2: Away, Away, Toward, 
Toward with Medium High 











COMBO 









KILLER MOVES 
Powerline: Charge Away, 
then Towards and Fierce 
High 

Rollercoaster: Charge 
Away, then Towards and 
Medium High 

Spinfist: Charge Away, then 
Towards and Quick High 
Cyclone: Rapidly Tap Fierce 
High 

Knee KO: Charge Away, 
then Towards and any Low 




















COMBO BREAKER: Away, 
then Towards with Fierce Low 








GLACIUS 

1: Half-circle Toward with 
Medium High 

2: Half-circle sss with Medium 
Low 

3: Away, Away, Awd with Fierce 
Low 


SPINAL 

1: Away, Away, Away, Away 
with Medium Low 

2: Away, Away, Toward with 
Quick Low 

3: Toward, Away, Half-circle 
Toward with Medium Low 


B ORCHID 


1: Quarter-circle Toward, Half- 
circle Away then Quick Low with 


CINDER 









KILLER MOVES 


Inferno: Toward twice with 
any Low 

Fireflash: Towards, Down, 
Down-towards with any Low 
Heatfist: Away twice with 
Quick High 

Heatsink: Semi-circle Away 
with Quick High 

Mirage: Semi-circle Away 
with Quick Low 

Dash: Away, then Towards 
with any High 
Trailblazer: 
with any High 














Toward twice 





COMBO BREAKER: Towards, 
Down, Towards with Fierce 
Low 






Fierce Low 
2: Away, Away, Toward, Toward 
with Quick High 


CHIEF THUNDER 

1: Half-circle Away with Fierce 
Low 

2: Quarter-circle Toward with 
Fierce High 3 


FULGORE 

1: Half-circle Away with Fierce 
High 

2: Half-circle Toward with Fierce 
Low 


CINDER 
1: Away, Away, Away with 
Medium High 





KILLER MOVES 


Sammamish: Half-circle 
Away with Quick Low 
Reverse Sammamish: Half- 
circle Towards with Quick 
Low 

Fiery Phoenix: Half-circle 
Towards with any High 
Spinning Back-fist: Away, 
then Towards with any High 


COMBO BREAKER: Half-cir- 
cel Away with Fierce High 





R'S GUIDE IN EXISTENCE!! 


ORN KILLERS 


SHOW NO MERCY! 








2: Half-circle Toward with 
Quick High 


SABREWULF 


1: 


Away, Away, Toward with 


Medium High 
2: Away, Away with Medium 
Low 


RIPTOR 


1: 


Half-circle Toward with 


Medium High 


2: Away, Away, Away, Away 
with Medium Low 


3: Toward, Toward, Away with 
Fierce Low 


KILLER MOVES 


Sabrespin: Away then 
Towards with any High 
Flaming Bat: Quarter-circle 
away with any High 

Howl: Down-towards, 
Down, Down-back with 
Fierce Low 

Sabrepounce: Away, then 
Towards with Fierce Low 
Sabrecut: Away, then 
Towards with Medium Low 
Sabreroll: Away, then 
Towards with Quick Low 
Reverse Sabrespin: 
Towards, then Away with 
Medium High 


COMBO BREAKER: Away, 
then Towards with Medium 
Low 





THE MOST MONSTROUS PL:. 








Another way to disgrace a fall- 
en adversary is to have him, her 
or it perform the Funky 

Chicken. Only try these when 
still on the first energy bar, oth- 
erwise the loser won't ‘do it’; 
they just won’t dance. 





TJ COMBO 
Down, Down, Down with Quick 
High 


JAGO 
Half-circle Away with Medium 
Low 


GLACIUS 
Toward, Toward, Away with 
Quick Low 





SPINAL 


KILLER MOVES 
Skele-port (behind): Down 
twice with any Low 
Skele-port (face forward): 
Down twice with any High 
Skele-port (in air): Press 
and hold Quick High or 
Quick Low, Down twice then | 
release the button 
Power Devour: Hold Marcy | 
and press Quick High 
Searing Skull: Quarter-cir- 
cle Towards with any High 
Soulsword: Away then 
Towards with Medium High 
Boneshaker: Toward, — 
Toward with any High 
Super Seaing Skull: Semi- 
circle toward with Fierce 
High 


COMBO BREAKER: Towards 
twice e with Medium High © 


TWENTY LEFT FEET! 


Fierce Low 


Away, Away, Away, Away with 


SABREWULF 
Toward, Toward with Quick 


SPINAL 
Quarter-circle Toward with 


ORCHID 
Half-circle away with Fierce 
High 







FULGORE 
Half-circle Toward with Medium 
Low 







CINDER 


Fierce Low 









High 


KILLER MOVES 


Spit Venom: Half-circle 
Away with any High 
Shoulder Charge: Away, 
then Towards with any High 
Rake: Away, then Towards 
with any Low 

Leg Breaker: Half-circle 
Towards with Medium Low 
Tear Upper-cut: Half-circle 
Away with Quick Low 
Crouching Venom: Quarter- 
circle Away with any button 


COMBO BREAKER: Away, 
then Towards with Farce Low 














Impress Gran with this bumper 
collection of Ultra Combos. 












































TJ COMBO 
Away, press and hold Toward, 
Medium High, Toward, Away, Quick 
High, Medium Low, Toward, Away, 
Quick High, Medium Low, Toward, 
Away, Quick High, Medium Low, 
Toward, Quick Low, Away, Fierce 
High. Wait, then Away, Toward with 
Fierce High. 


JAGO 

Down, Toward, Down, Away, Fierce 
Low, Medium Low, Medium Low, 
Down, Toward, Down, Away, Fierce 
High, Medium Low, Medium Low, 
Quick Low, Down, Toward, Down, 
Away, Quick Low. 


GLACIUS 

Away, Toward, Fierce High, Toward, 
Medium High, Medium High, Away, 
Medium High, Medium, High, 
Medium High, Toward, Fierce High. 
Wait, then Half-circle Toward with 
Fierce Low. 


SPINAL 

Fierce Low, Toward, Toward, Fierce 
High, press and hold Toward with 
Medium High, Away, Medium High, 
Toward, Toward, Fierce High plus 
Fierce Low, Toward, Toward, Fierce 
High plus Fierce low, Fierce Low, 
Toward, Toward, Fierce High, press 
and hold Toward, Medium High, 
Medium High, Away, Medium High, 
Medium High, Away, Medium High, 
Fierce High, Fierce High, Half-circle 
Toward with Fierce High. Extra hits 
are scored for each skull stored. 





B ORCHID 

(Away, Toward, Fierce Low, Quick 
High) X 3, press and hold Toward 
then Away, Medium Low, Quick 
High, Away, Toward, Medium High 
then catch on the drop with 
Lasaken (fireball). 


ULTRA C OMBOS! 


CHIEF THUNDER 


_ Away, Toward, Medium Low, 





Down, Away, Medium Low, Toward, 
Fierce High, Medium High, Away, 
Medium High, Fierce Low, Away, 
Toward, Quick High wait for the 
drop then Half-circle Toward with 
Medium Low. 


FULGORE 

Away, Toward, Fierce Low, Fierce 
Low, Down, Toward, Down, Away, 
Fierce Low, Fierce Low, Fierce Low, 
Toward, Down, Toward, Quick High 
wait then Toward, Toward, Away, 
Down, Toward with Quick High. 


CINDER 

Away, Toward, Fierce High, Fierce 
High, Fierce High, Toward, Toward, 
Fierce High then Toward, Down, 
Toward, Fierce Low, wait for the 
drop then Toward, Toward with 
Fierce High. 


SABREWULF 

With his energy bar on the white 
line, press Down, Away, Fierce Low, 
Toward, Fierce High, Toward, Fierce 
Low, Fierce Low, Away, Medium 
High, Toward, Medium High, Away, 
Quick Low. Wait, then Away, 
Toward, Fierce Low. 


RIPTOR 


Toward, Fierce High, Fierce High, 
Fierce High, Away, Quick Low. 
Wait, then Half-circle Away with 
Quick High. 






EYEDOL 
Away, Toward, Quick High, Medium 
Low, Medium Low, Away, Toward, 
Fierce High. Wait, then Away, 
Toward, Quick high, Toward, Away, 
Quick High — repeat until the oppo- 
nent hits the floor for 80 hits. 








R'S GUIDE Y EXISTENCE! 


ORN KILLER 


ULTIMATE ||SECRETIVE ‘SECRETIVE’ STUFF 


C OMB Os! Only read the following information if: a) You have the intelligence to understand it, and b) You 
‘ ¢ 


have the nerve to use it in once you do. NMS accepts no responsibility for the attention you will 
receive from sad games players once a knowledge for these techniques has been demonstrated for 
the first time. In fact to those of you who've read this far: we hereby officially disown you. 



















Arguably the most impressive 
“| moves in the game; Ultimate 
Combos are used to finish a chal- 
lenger with finesse. The final move 
is the key element, but the exam- 
ples chosen here work best 
together. 












SPINAL MORPHINOCITY 
Hades’ champion may morph into the form of his opponents when finishing them with high-scoring combos. 
Simply Skele-port sometime during the combo and see what happens. Confirmed morphinations include: Jago — 
Down, Down, Quick Low then Up; and Chief Thunder — Down, Down, Quick Punch then Up. It’s possible to 
morph into any character in the Ultratech Contest. 














TJ COMBO 
Away, press and hold Toward, 
Medium High, Half-circle back 
with Medium Low. 







using Fierce Low, then a Mirage. Keep Quick High 
pressed teleports Cinder behind his opponent - sort 
of. 










BE EYEDOL! 


No phone calls please — this is no April Fool! 
The secret of how to compete as Eyedol is out, 
and it goes a lot like this: 




















STUFF 
A helping hand; claw; whatever for all those who - 
now find themselves with a fistfull of techniques but 
don’t have a clue where to put them... : 


TJ COMBO’S SHADOW COMBOS 
1: Away, Toward, press and hold Fierce High, 
Medium Low, Medium Low, Toward, Away, Quick — 
Punch, release Fierce High. 

2: Away, Toward, press and hold Medium High, — 
Medium Low, Medium Low, Toward, Away, Quick 
High, Medium Low, Medium Low, Away, Toward, 


CINDER 
Away, Toward, Fierce High, Fierce 
High, Fierce High, Half-circle 

toward with Medium Low. 















Highlight Riptor then press and hold Quick High, 
Medium High and Quick Low. When the vs anima- 
tion appears push Left on the Joystick, let go then 
press and hold Medium High, Fierce High plus Fierce 
Low and quickly push Right on the Joystick. When the 
machine calls upon Eyedol’s name you know the 
cheat has worked. His moves are as follows: 














JAGO 
Down, Toward, Down, Away, 

Fierce Low, Medium Low, Half-cir- 
cle Toward with Fierce High. 


















GLACIUS HEADBUTT: Away, then Toward with Quick High 









Lue 














Away, Toward, Fierce High, THE ‘MICHEAL’ ROD: Away, then Toward with release Medium High. 

Medium High, Medium High, Fierce High 3: Away, Toward, press and hold Fierce Low, 
=| Down, Toward, Down, Away with FOOT STOMP: Hold Away while tapping Medium ees Low, Medium Low, Toward, Away, release 
= High ierce Low. 










Quick High. 







FIREBALL: Quarter-circle Toward with any High 
Power Leap: Away, then Toward with any Low 
FIREBALLS WITH FOOT STOMP: Half-Circle 
Toward with any High 

SUPER CHARGE WITH FOOT STOMP: Hold away 
then Toward with Quick High 










IT’S IN THE AIR : 
Certain moves work when fighters meet in the air, 
after scoring a hit with Fierce Low. Remember to 
charge fighters’ moves such as TJ’s Knee KO as 
soon as their feet have left the ground. 

TJ Combo: Knee KO 

Jago: Wind Kick 

Glacius: Cold Shoulder 
Sabrewulf: Sabrecut 

Riptor: Rake 

B Orchid: Fire Cat (Wow!) 
Fulgore: Plasmaslice 

Spinal: Sou! Sword 

Chief Thunder: Fiery Phoenix 


STAGE & MUSIC SELECT 
As promised last month, here’s how to access ite 
stage and chose any back-ground music you wish 
from the Character Select screen: | 










SPINAL 
Away, Toward, Medium High, 
Fierce High, Fierce High, Down, 
Toward, Down, Away with Quick 
High. 


B ORCHID 
Away, Toward, Fierce Low, Quick 
High, Quick High, Quick High, 

Down, Toward, Down, Away with 
Medium Low. 



























COMBO BREAKER: Away, then Toward with Fierce 
High 











The Foot Stomp serves to enrage Eyedol so that any 
move he performs after doing so for an extended 
period of time is Ultra damaging! Of course if 
you're after causing the ultimate in damage to your 
opponent, you might want to try this 99-hit ‘Juggle’ 
combo: 

























CHIEF THUNDER 
Away, Toward, Fierce High, Fierce 
Low, Down, Toward, Down, Away 
with Medium High 


FULGORE 
Away, Toward, Fierce low, bars 
Low, Fierce Low, Down, Toward, 

Down, Away with Medium High. 


SABREWULF 
Away, Toward, Fierce Low, Fierce 
Low, Fierce Low, Half-circle 

Toward with Fierce High. 


RIPTOR 
Away, Toward, Medium High, 

Fierce High, Fierce High, Half-cir- 
cle Toward with Quick High. 













Away, then Toward with Quick High. Medium Low 
twice while holding Away then Toward with Fierce 
High while holding Away then Toward using Quick 
High. The last move shown as a head butt is repeated 
over and over, aiming to prevent the unfortunate vic- 
tim from ever regaining their feet. 


OTHER STUFF! 


TURBO SPEED 

Maybe Killer Instinct doesn’t play fast enough for 
you? With this cheat it does: Press and hold Toward 
with all the High buttons on both sides after select- 
ing a fighter, and keep everything pressed until the 
match starts. 


CINDER TELEPORT 
After a Combo Breaker, hit back with a Fireflash 



















Canyon: Down plus Quick High 
Alter: Down plus Medium High 
Lower Warehouse: Down plus Fierce High 
Alleyway: Down plus Quick Low 

Chateau: Down plus Medium Low 

Factory: Down plus Fierce Low 

Ice Temple: Up plus Quick High 

Dungeon: Up plus Medium High 

Ice Temple 2: Up plus Fierce High 

Castle Roof: Up plus Quick Low 

Skyscraper: Up plus Medium Low 

Inner Bounds of Hell: Up plus Fierce Low | 

Sky Palace: Down plus Medium Low on both sides. 
Desert Top: Down plus START. 
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Surprise! Surprise! — 





Ory. 
The Surprise Phonecalls from the Famous telephone directory. 
It's compact, light to carry, easy to read and Matlock, or in fact Anyone in Aussie. 
packed with TV stars, sports personalities, and Call now to hear samples of this new fun way 
cartoon characters all waiting to deliver to send greetings to family and friends. Then 
recorded telephone greetings to Grannies in leave your name and address and almost 


Granville, Families in Fairfield, Mates in before you can Say... 


© 6 TV AND RADIO PERSONALITIES: BERT NEWTON-RED SYMONS-SAM NEWMAN-LAURA VAZQUEZ-GORDON BRAY-ALEX DIMITRIADES-SCOTT McRAE-DAN 
FALZON-DENISE DRYSDALE-WILBUR WILDE-TED WHITTEN-PAUL VAUTIN-GAVIN WOOD-PETER STUBBS.SCOTT MAJOR-VINCE SORRENTI-DICKIE KNEE-lOU 
RICHARDS-RONNIE BURNS-PETER STERLING-DIETER BRUMMER-DANIEL AMALM-EMMA ROACHE-GEORGE SMILOVICI- MUSIC ARTISTS: KULCHA-BIORN 
AGAIN-ANGRY ANDERSON: STARS FROM BEYOND: ELVIS “THE KING’-HUMPHREY BOGART-“DUKE” WAYNE-LIBERACE-MAURICE CHEVALIER. VINCENT : 
PRICE. LOONEY TUNES: BUGS BUNNY-PORKY PIG-FOGHORN LEGHORN- MARVIN THE MARTIAN-DAFFY DUCK-SYLVESTER-PEPE LE PEW.SPEEDY 
GONZALES-ELMER FUDD-TWEETY- YOSEMITE SAM- AFL - AUSSIE RULES: ADELAIDE-CARLTON-COLLINGWOOD-ESSENDON-FOOTSCRAY-HAWTHORN-NORTH 
MELBOURNE-ST. KILDA - RUGBY UNION: IRONMEN: IRONWOMEN: CRICKET: NETBALL: SOCCER: SWIMMING: RUGBY LEAGUE: AUCKLAND 
WARRIORS-BRISBANE BRONCOS-CANBERRA RAIDERS-CRONULLA SHARKS-GOLD COAST SEAGULLS-ILLAWARRA STEELERS-MANLY EAGLES.NEWCASTIE 
KNIGHTS-NORTH QUEENSLAND COWBOYS-NORTH SYDNEY BEARS:PARRAMATTA EELS-PENRITH PANTHERS-SOUTH QUEENSLAND CRUSHERS-SOUTH 
SYDNEY RABBITOS-ST. GEORGE DRAGONS-SYDNEY BULLDOGS-SYDNEY CITY ROOSTERS-SYDNEY TIGERS-WESTERN REDS-WESTS MAGPIES 99 


your very Own Surprise Phonecall from the Famous directory will put you in touch with the stars. 


3/1902 241 600 


Phonecalls from the famous 
if under 18 get parents OK to call. Interactive Tele-Media Call costs 95c per minute A higher call cost applies from Mobile phones and public phones *You only pay for the cost of the call 
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iW. Gum Gene) 


A MILLION 


LIGHT YEARS 


FROM HOME. 





